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Full Walk-Through! 
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Flood gooey green alien guts across 
the universe in Rare’s sci-fi splatter fest. 
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You control three futuristic characters. 
Grab some heavy, heavy artillery. 


Then blast 120 levels of alien 
super-bugs right down to size. 
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ered trademarks of Konami Co, Ltd. Metal Gear Solid VR Missions” is a trademark of Konami Co, Ltd. 
fe trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive 
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| 
Sega’s Dream Realized: NUMBER 64 
é @ 
Big Biue is Back publisher FO “en 


Editorial Director BRaman 
Seliceymiim@al(ame john Ricciardi 
o, have you purchased a Dreamcast Passio a raat Leahy - ; 
i , Jelariicmaelitelewes Andrew Baran ® Jim Mazure 
yet? lassumebythetimeyoureresd- | T HE XG § TAF F Assistant Editors [RMCae Ra 
ing tnls, a majority of you (or whoever Mead aeliieem Henry LaPierre « Ryuu Niten 
pays the bills in your home) will have 


Mike Vallas ¢ Andrew Vestal 
already plunked down 200 big ones for month: “Team Thin, office champi- Tice me (sme scags Andrew Pfister, Joanie Content: 
Sega’s new uber-system. If so, congrats. 


© ons!” That's right kiddies, Todd Miata selice@e Terry Minnich 
While it’s hard not to be at least a little bit 


a ce , Weer mast cum Wataru Maruyama 
and Jim finally won the office-wide mimes) aselicna Jennifer Whitesides 
Skeptical of Sega’s chances for success 
(their track record over the last few years 


NBA Showtime tourney! And boy, DESIGN 
were they talkin’ the smack. It was Creative Director WWeeEeG 
isn’t exactly stellar), it’s nearly impossible a good final series, but Team Thin Preetesease )'CNae! Stassus 


There’s only one thing to say this 


; : : ‘ : Senior Art Director Bigiimsieua 
not to get excited after checking out the | Jim Mazurek prevailed in a resounding 3-1 victo- EM eer Tim Davis * Carey Wise 
DC’s amazing launch lineup. They’ve got | ry. After getting off his high horse, Jim went into TOKYO BUREAU - Mixx Entertainment, Inc. 


CEO and Bureau Chief BSdeigatany 


Several must-buy games already (Sonic | abit of frenzied rage since someone apparently 

Adventure and Soul Calibur being the top “burnt up” our Tekken Tag arcade board. Jim Setelietae Matthew Galgani 
two, at least in my opinion), they’ve got Sure hopes the assailant stays anonymous. He SelielirlmuCurrsaae Kiyomi Fukuyama 
online connectivity right out of the box | says if he finds out who did it—well, we just Japanese Correspondent Biel ewes liea] 
(Sonic’s Internet features rock, and that’s | better leave it at that... PRODUCTION 


acereltaemPiccaceme Carlos Lugo 
Dan didn’t miss a beat this month, acereltimeComitclirctcage Dennis Fitzgerald 


moi ' acaeecemutlirrsaee Dave McCracken 
filling his calendar with enough Production Assistant Renea Clete 
real and virtual sports events to ae (ameeetttee Mark Lefebvre 


keep him happy. Some things murieiae Scott Parus 
sucked (losing to “Team Thin”), CIRCULATION 
while others (arm wrestling, 


nothing compared to what’s on the way), 
and most importantly, they’ve got a massive 
amount of quality third-party support, | 
which pretty much ensures us that there'll 
be plenty of software headed our way as 
the months and years go by. 

| just returned from Sega HQ in San 


; “ «“ " j ree eH eM PL tace@e Joan Mcinerney 
dill claiee (they held a pre-launch “Gamer's D “ hoops and Madden victories) Associate Circulation Director BSCNAUtl 
Day” event to unveil their launch plans to | an Leany = went better than expected. One Sr. Newsstand Sales Manager Mbleamerl(ca 
the gaming media), and while | wentinfeel- | _ relatively big surprise this month is that Jim Subscription Service Number 
ing pretty good about the DC, | came out  Mazurek finally lured Dan into the world of SEDC oeivice WENO 
feeling great. The people behind this launch Soul Calibur. Once an MK goon in his college ZD GAME GROUP 
know their stuff, they’re in touch with the years, Dan has committed himself to becoming eS Miacl@ Cathy Bendoff 
gaming community (just check out their TV better than terrible at this awesome game. Hey, Celie ciemee cme Robert Kabat 


Nintendo or Sony), and they’ve got the soft- 
ware (and hardware) to back it all up. 

What more can | say? It’s great to have 
Sega back in the picture, and the increased 
competition is gonna mean better games 
from all three of the major players. And you 
know who benefits the most from that... 


Hated SO Beale Street, 12th Floor 
@elietamme San Francisco, CA 94105 


| The other (uglier) half of “Team Telephone: (415) 547-8000 


Thin” spent the month celebrating Fax: (415) 547-8777 
his first office championship. ADVERTISING SALES 
Overall however, it was a low-key : : gous 

month for T-Zone. A little Madden Group Assistant Publisher BSiyateatte(rs 


Telephone: (415) 357-4915 
| “5geNP 2000 (on a 6-7 rampage with the e-mail: suzie_reider@zd.com 
alii . Rams), a bit of hostel service for Senior Marketing Manager BStiasurlaur 
: Todd Zuniga English Ben, and some decorative Telephone: (415) 357-4935 
Ef a ae mere i kent Zuni hi e-mail: sat_sharma@zd.com 
work In the office jonn nave all kept Zuni on nis National Sales Manager WNnuteavmerenre 
toes (and knees). On tap next month—an RPG Telephone: (415) 547-8774 
just to prove he can, some fantasy football nics Saka ite: sit iad 
; ; ; istrict Sales Manager, Beiemerlilcee 
oan and al ache Me will ait WN Ce Tailed tckim@et-kime Telephone: (630) 382-9034 
is role as XG celebrity skin-slapper w en he e-mail: marc_callison@zd.com 
heads to Vegas for the next De La Hoya fight. ig amersl Murtala Karen Landon 
RTewcciae Telephone: (760) 942-6277 
; : . e-mail: karen_landon@zd.com 
This month rekindled Andy’s love eee ave Linda Philapil 
of Sonic once again, and his Telephone: (415) 547-8781 


passion for blue-furred hedgehogs pete ea coh e-mail: linda_philapil@zd.com 
came to fruition with Sega’s awe- vertising Prod. Coordinator MiccremNTancen 


some Sonic Adventure. Speaking Send Advertising Materials [Xemtiyace ets 
of love, Andy’s counting the days Oak Brook, IL 60522-3338 


til he gets married to his fiancee 
Tracy, who—not coincidentally — 
bears a remarkable resemblance to Sonic the 
Hedgehog. (Editor’s note: Anyone wanna bet 
that Andy gets his butt kicked after his woman 
reads this?) As such he’s been busy putting 
together wedding plans, but the list of things 
that has to be done is boundless. 
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—John Ricciardi 
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Andy Baran 
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IT’S THINKING 


Sega@Dream 


SONIC apventure 
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Yuji Naka’s warp speed 3D adventure through 40 expansive worlds of bo , 
6 playable characters snowboard, play pinball. fly and even talk. moving 360 
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: _COMPLI MENTS OF THE STAR OCEAN GAME DEVELOPERS. 
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BE AWHILE. | 


00 bad there's no “indefinite date’ box to check 


on those post office forms. Since you have no 


idea when youll be returning. Everything you do in this 
game will have an impact on the way the journey ends. 
If it ever does. 

You start on a quest that begins at the edge of the 
* universe. And ends— well, that's entirely up to you. Every 
single person you 
meet, every step 
and every decision 
you make will ulti- 
mately shape your 
destiny. And the 
fate of a planet. 

In short, the 
maniacal gods 
are poised to kill 
every single living 
creature witha 
great meteorite 
that is quickly and 
furiously hurtling 
straight for your 
planet. Ferocious 
monsters threaten 
at every turn. Evil magic lurks in the shadows. And to raise 
the stakes, questions of identity hang in the balance. 

So you must battle against the evil and hideous 
monsters in real-time, polygonal combat. You can 
customize complicated combination moves and set 
up decoys to take the fall. But no matter what, there's 
still no end in sight. 

Because who you choose to talk to and share 
intormation with will greatly affect you. Characters can 
think and feel for themselves. Some will join you on 
your quest, others will betray you. And to add to the 
challenge, you have the option of playing two different 


characters, both unique in personality and both having 


*THE SECOND STORY. 
Li 


an impact on the course of the game. 

Even your emotions determine the fate of your 
journey. You may choose to be romantically linked with 
another character, or you may choose to remain friends. 
But no matter what, it will affect your path. And more 
seriously, if a friend dies in battle, you'll feel incredible 
rage that will cause you to fight with even more furious 
combat moves. 

And there is 


no easy way out. 


Tools and skills do 


i dk 


EIR ONE Pre css oe Dias : 

hi EY ame SSS VOLS eee SS a 

Deer meme 237 meme eee BAD Tr ftel. : 
A ——— : not just appear 


: = i eee | \ : : along the way. You 
of must create many 
items from raw 
materials. And to 
do that you will 
then find yourself 
mastering difficult 
skills like alchemy, 
metalwork, song- 
writing, and even 
cooking. 

You will find 
yourself braving 
the countless routes while traveling through this game. 
And there are over 80 endings. The deeper you delve, 
the more you ll discover that nothing — no detail, no clue, 
no conversation, no skill —can be taken for granted. And 
that anything is possible. Including the fact that you might 


not ever make it back. 


DISCOVER WHAT'S OUT THERE. 


WWW.PLAYSTATION.COM 


© 1999 tri-Ace Inc./LINKS/ Minato Koio/ENIX. All Rights Reserved. STAR OCEAN The Second Story is a trademark and ENIX is a registered trademark of Enix Corporation. oe, 


PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. 
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Here's what readers are saying about 


Electronic Gaming NVionthly... 


66 
You guys do an — Pens ions 


excellent job. 
| subscribe because you 
always have the most 
current and 
unbiased info.” 


Stephan Deardorff 
Tualatin, OR 


‘1 am a great fan 
of your mag...it’s 


innovative and it’s S IDER-MAN 


99 ‘ EXCLUSIVE INFO: THE GAME, THE MOVIE, THE TV SHOW 
great. yi 


e ie \ 
acgul llermo@eudora- ) WWE Wrestlemania 2000 « Planet of the Apes « Strider 2 Cetabes 1989 


° > Seaman « Toy Story 2 * Legend of Mana * Chrono Cross HETRRTS TES gp? , 
mal l.com i Castlevania: Special Edition ¢ Twisted Metal 4 GIA 2 | il | 


Star Trek + Rainbow Six « Jet Force Gemini « Zelda Gaiden 


“Vou guys really rock!!!!!! 
It’s mags like yours 
that most other 
mags get all their 
info from.*® 


October 1999 


sith@sprintca P= The First with Big 
‘ : 
ee Gaming News! 


work on your great The Latest Gaming Gossip! 
magt!” Exclusive Previews! 


mustanglxfiveo@email. Cool Tricks for All 
msn.com 
Game Systems! 


Subscribe Today or Buy it on Newsstands! 
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Foy ar Bagged 
THE PHANTOM MENACE 


Prepare to immerse yourself in the epic adventure that is The Phantom Menace. 
As the central character, you will journey to all the stunning locations of 
Episode I, where you are destined to play a decisive role in every key event. 
All-consuming? Yes. But then, there's no such thing as a part-time Jedi. 


PlayStation — 


www.lucasarts.com/products/phantommenace 
www.starwars.com 


© Lucasfilm Ltd & TM. All rights reserved. Used under authorization. PlayStation and the PlayStation logos are registered 
trademarks of Sony Computer Entertainment Inc. 3D accelerator hardware required for PC version. 


vps 


ay 


Piinhioag Cans to 


pee HT 


AREER ELON AT IIT PATE EERE 


VIOLEN 


ANGUAGE 


DEPARTMENTS 
Inside XG 


“i Nothing you need 
to know, but everything 
you want to read. The 
editors of XG hop on their 


soap boxes and share a 


little love. 


') Gamers’ Forum 


Find out why you 
should be playing your 
games in S-Video, read lots 
of letters about people 
being stuck in games, and 


see pics of two new Zeldas! 


Game Over 


‘The dreamy 
finale to one of the best 


Game Boy games of all 


time—The Legend of Zelda: 
Link’s Awakening DX. 


? Next Month 
Preview the 
upcoming October issues 
of Expert Gamer, Electronic 
Gaming Monthly and 
Official U.S. PlayStation 
Magazine. 


8 4 Soul Calibur 


0C T 0 B ER 


Final Fantasy Vill 


The RPG of the millennium 
is here! Master Square’s 
latest epic quest with our 
massive 24-page guide. 


100 Blue Stinger 


Part one of our It’s no Resident 


114 oie 


Evil, but it’s the closest 
thing so far for DC. Check 
out our full walk-through! 


two-part strategy covers 
the first 10 characters in 
soul-smackin’ detail. 


Sonic lives! Uncover SA’s 
maps, items and secrets 
in Our 10-page guide. 


GAME INDEX 


Blue Stinger 100 

i one a 30 13 New Games This Month 
Croc 2 30 Croc 2, Jade Cocoon, Lucky Luke, Mario Golf, 
Final Fantasy VIII 58 NCAA Football 2000, NFL Xtreme 2, NHL 99, Rampage 2: 
Jade Cocoon na Universal Tour, Rugrats: The Movie, Sonic Adventure, 
Lucky Luke : 52 Soul Calibur, Star Wars: Ep. 1-Racer, Street Sk8er. 

__ Mario Golf 34 

‘NCAA Football 2000 46 
NFL Xtreme 2 48 
NHL 99 36 
Rampage 2: UniversalTour 36 

- Rugrats: The Movie 53 
Sonic Adventure 114 
Soul Calibur 31, 84 
Star Wars: Ep. 1-Racer 38 Fear not! There may not be any Quick Hits 
Street Sk8er 50 this month, but that’s because we blew the 


lid off of two of this year’s hottest games— 
Final Fantasy VIII and Soul Calibur—instead. 
Things’ll return to normal next month, 
though. We promise! 
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PlayStation. 


MUSIC TELEVISION ® 


CONTENT RATED BY 


ESRB 
SP@RTS 
entertainment. 


5 Different Events 


www.thg.com 


PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment inc. MTV Sports: Snowboarding - Game and Software © 1999 Radical Entertainment, 
Lid. "MTV Sports’ names, trademarks, and logos and all related titles and jogos are trademarks of MTV Networks, a division of Viacom International Inc. ‘MTV: Music Television” name. 
trademark and logo "MTV: Music Television’ and ail related titles and logos are trademarks of MTV Networks, a division of Viacom International inc. Snowboarding is a trademark of THO Inc. 
Game and Software exclusively licensed and published by THQ Inc. MTV Sports and MTV Music Television exclusively licensed to THO Inc. THQ logo and THO are trademarks of THO Inc. 


PlayStation  Fadical 


entertainment. a 


The Battle Continues. 


iii | 
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Mortal Kombat Gold. 20 of your favorite characters 
return in the greatest Mortal Kombat ever! 

Mortal Kombat has never been so deadly and it's 
only available on the Sega Dreamcast system 
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ee EMAIL: xg@zd.com 


Questions, 
comments 
or gripes? 


Gamers’ Forum 
RO. Box 3338 
Qak Brook, tt 
GOS5 22-3338 


or e-mail: 
xe@zd.com 

Please note: We 
reserve the right to 
edit any 
correspondence, fot 
space purposes or 
otherwise, If you 
don't want your name 
or address printed, 
just say so--but 
please include your 
phone number and 
mailing address any: 
way, for Letter of the 
Month contest 
consideration, 


¢ Here are the 
winners of XG #62’s 
Game Over Contest: 


1. Zak Feldman 
Chicago, IL 

2. Charles Farber 
Sturgis, Ml 

3. Brandon Melton 
Palm Springs, CA 


¢ The answer to XG 
#62’s Game Over 
Contest is: 

Jurassic Park: 

The Lost Worid 


LETTER OF THE MONTH Contest Rules: 1, 
No Purchase Lacuna ys To ater send 
your letter to “Gamers’ orum” 0. Box 
3338, Oak Brook, IL 60522-3338, ore 

mail us at x xg@zd, com. “wake sure to 


include your name, address, and phone | 
id ii No purchase or payment of any } 


ey is nece ng to enter. Entries 

must ‘be received by the 10th « ig he of the 
month for the next available issue of 
Expert Gamer. Sponsors assume no 
responsibility for lost, mutilated, late 


illegible incomplete, postage- due, or mis- } 
irected entries. Contest open to resi- | 
dents of United States and Canada. Void | 


in Quebec. 2. Prizes: One Grand Prize 
winner will receive one of the following 
rizes at Sponsors’ sole option: One (1) 


hark Pad Pro for N64; One (1) Program 
Pad for the Play station; or One (1) | 
Eclipse Pad for the Saturn. Grand prize } 
as an approximate retail value of | 


$29.99 U.S. Winners will be selected by a 
judging panel w 


ose decisions are final. | 


Winners shall be selected from all valid i 

erste? received. Entries shall be j judeed { 
nality 
to be 


n the now criteria: (i) Origi 
(50% A); and (ii) Tapr 30% fo). judging 
eld on or about t 


e 15th day ofeach } 


month. All prize winners ‘will be notified | 
y mail. Prize(s) are non-transferable. No | 


substitutions of prize(s) are allowed 
except at the option of Sponsors should 
the featured prize become unavailable, 
The odds af winning will be determined 
by number of valid entries received. Void 
where prohibited or restricted by few, All 
federal, state and local regulations apply. 
FOR AN OFFICIAL COPY OF THE RULES 
SENDA SELF- ADDRESSED STAN APED 
ENV rer Bult ere 0 JF THE MC ONTH 
CONTEST RU 0 ak 
Brook, IL aoe 22 4 38. 3. 
compli Tire a the 


conta eal 0 . 
prize/prize notificatio 
mt re ‘ng in i 
their legal g 
davit o 
liability/prize acceptance 
of receipt or Taree riz 
of prize, winner(s) agree 
their name and/or likenes 
of advertising, trade, c r pr 
ou further compensation, unless 
ited by lay ae Bo 


ins st 
fel “4 


ed companies. are Tespc ponsibie 
damages, taxes or expenses tt 
sumers might incur as a result of his | 
test or receipt of prize. Winners 
ing prizes agree that all prizes ae 
ed on the condition that ZD Inc. 
Accessories and their any ents, rep ti nta 
tives and employees will have no liability 


whatsoever for any injuries, losses or } 
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Soul Reavin’ 


Dear Expert Gamer, 

After reading your Soul Reaver guide, 
there were a few things | had questions 
about: 1) What do Glyphs actually do? | 
read the guide over and over, but Andy’s 
superior mind didn’t put what each one 
specifically does. 2) When you have the 
Soul Reaver sword out in the physical 
realm and you take damage, where does 
it go? 3) What does the ribbon do? It was 
kind of left a mystery. 

Game Ace 
macman3@earthlink.net 


Hello, Ace! 1) The Glyphs allow you to 
perform elemental attacks on your ene- 
mies (wind, water, fire, etc.). 2) If you 
take damage, the sword disappears until 
you restore your health completely. 

3) The Ribbon ability mentioned in the 
guide is actually called “Constrict.” With 
it, you can circle around an enemy or 
object and a streamer will come out from 
behind you. If you complete the circle, 
enemies will die...triggers will 
switch...etc. You get the idea. 


Flagpole Fireworks 


Dear Expert Gamer, 
| just bought Super Mario Bros. Deluxe. 
In your guide, you talked a lot about get- 
ting the fireworks at the end of each level. 
How do you do this? 
Garrison Fredline 
Lowell, MI 


The best way to get fireworks (which 
only occur when the last digit of the 
timer is at 1, 3 or 6 when you land on the 
flagpole at the end of a stage), is to 
stand on the first step just below the top 
of the staircase near the flag, and then 
dart for the pole as soon as the timer hits 
three seconds past the time you're aim- 
ing for. For example, if you want six fire- 
works, run and jump just as the timer 
hits “9.” The timing for this maneuver 
has to be just right, so it might take a 
little practice. 


Mysterious Minus World 


Dear Expert Gamer, 
In the original Super Mario Bros., how 
do you get to the Minus World? 
Kevin 
Via the Internet 


To get to the infamous “Minus World” 
(World -1), which sadly isn’t in the GBC 
version of SMB Deluxe, you need to first 
head to the end of World 1-2. Stand 
above the pipe that leads to the exit of 
the level, and break the second and third 
blocks from the right on the ceiling (be 
sure to leave the one closest to the pipe 


XG 


CY TIZHFORUM 
XG LETTERS: Your chance to sound off in XG! 


LETTER of the MONTH 


Sane oe : j 


DA eaneets eamieieicameeien, aie Sa Heat 
~~ 


CAUNTER HIT 


ivy 
a 


As you can 
see, the pic- 


=: a + cg, tures on the 


left (RF), look 
pretty nasty 
compared to 
the pictures 
on the right 
(S-Video). 
Remember-S 
is best, folks! 


IT’S ALL ABOUT THE HOQK-UP 
Why you should be using S-Video... 


Dear Expert Gamer, 


| read in a magazine that the best way to hook up a game system to.a 
TV is with S-Video cables. [have to say, that’s wrong! RF Units are the 
best because you can hook multiple systems to one TV. | have five sys- 
tems hooked up at once (Genesis, Sega CD, PlayStation, N64 and Saturn), 
and the RF Unit makes it easy (no disconnecting and reconnecting wires 
in the back of your TV or VCR). | just wanted to set that straight. 


ctually, Tommy, what you read 

was correct. Unless you’ve got 

a setup with an RGB input, 

S-Video is the best way to go. 
RF Units use radio frequency to 
deliver video signals, which means 
your picture is more than likely to 
look like absolute crap. Especially 
when your mom’s got the vacuum or 
the hair dryer going. 

On the other hand, an S-Video 
connection provides a crisp, clear 
output that separates chroma and 
luma signals (basically brightness 
and color) for a superior picture 
with almost no quality loss. 

It sounds to us like your 
problem isn’t so much the 
hook-up itself, but rather 
the inconvenience of 
having to switch cables 
when using an A/V or 
S-Video connection. This 
isn’t a problem at all, 


Tommy Smith 
WizardTS2@aol.com 


really—just head out to your local 
electronics store and track down 
an S-Video Switch Box. Several 
companies make them (like Ascii 
and Sony), and they’re relatively 
inexpensive ($20 to $60 or so). 
These allow you to connect multiple 
S-Video sources (Game Systems, 
DVD Players, etc.) to one box (the 
Switch Box), which in turn sends 
one signal to your TV or receiver. 
From there, it’s a simple matter of 
pressing a button on the Switch Box 
to choose your input. Pretty simple, 
eh? You can also find A/V Switch 
Boxes for slightly lower-quality 
imagery (Composite), It’s 
. Still much better than an 
\ RF setup, though! 


Tommy won an InterAct Controller 
for the N64, PlayStation or Saturn! 
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rid trick is a classic. Back in 
the day, there were | 


The Minus Wor 
loads of theories abo 
other Minus Worlds, but th 
alone). Then, step on the very edge of the 
pipe, facing left, and jump backward “into” 
the lone brick near the pipe. With practice 
you'll be able to travel through the brick, 
through the wall and into the Warp Zone 
area. Head down the pipe to the far left, and 
voila! Welcome to World-1! (Beware — once 
you get there, you can’t leave!) 


Infinite Cocoon 
Dear Expert Gamer, 

How endless is the endless corridor in Jade 
Cocoon? | have been through 37 corridors! 
Needless to say, none of them was the end. Is 
there something special | have to do to get to 
the end? If not, how many corridors are there? 

(Name Withheld) 
martineau@twne.com 


As much as we'd like to tell you that there 
IS an end to this corridor (and a reward for all 
your hard work) —there isn’t. In this case, the 
word “infinite” truly means infinite. If your 
friends ask you about it, just confuse ’em 


with big words like enasisene ‘perpetual” 
or “eternal.” It’s fun... 


The Minion Skins are some of the only items 
you'll find in the Eternal Corridor. It's up to 
you to decide if they're worth the journey. 


Extra Smashers 


Dear Expert Gamer, 
Is it possible to play as Giant DK, Metal 
Mario and/or the Master Hand in Super 
Smash Bros. for N64? 
Autif 
jafri@hotmail.com 


We here at XG were asking the same 
question when the game first came out 
Unfortunately though, you cannot olay. as 
these characters. We say why the heck not? 
Come on Nintendo, don’t tease us like that! 


Of Babes and Bromides 


Dear Expert Gamer, 

Excuse me for being stupid, but what’s a 
Bromide and what use does it have in LUNAR: 
Silver Star Story Complete? 

Game Ace 
macman3@earthlink.net 


We have no idea what t 
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is. The definitions in the dictionary don’t 
relate to the Bromides’ usage in LUNAR: 
SSSC at all, so your guess is as good as ours. 
As for their use—they’re simply there as eye 
candy for fans of the series. They don’t actu- 
ally have any real purpose as far as the regu- 
lar game is concerned. Collecting them all is 
no easy task, however... 


Shining the Dusty Saturn 


Dear Expert Gamer, 

While playing Shining the Holy Ark for 
Saturn, | got stuck at the Tower of Illusion. | 
can’t solve the mystery of the stone tablets to 
make the tower appear. Please help me! 

Wendell Bamboche 
bamboche@yahoo.com 


This is probably the toughest puzzle in the 
ame, Wendell. Here’s what you need to do: 
Stand on the first tablet, then without chang- 
ing your position (keep facing forward), walk 
to the southwest corner. Tap the B button and 
move four paces to the right. You will end up 

on another tablet. Now, face the Tower and 
move to the northeast corner. Keep facing in 
the same direction and walk four paces to the 
right to get to the right tablet. Keep facing 

the same direction, and walk four paces 
backward to the center tablet. Now, face 
forward and walk to the top-most tablet. 
Assuming you did this correctly, the Tower 
will appear before you. 


Going Cucco 
Dear Expert Gamer, 

I’ve found all the secrets in The Legend of 
Zelda: Ocarina of Time. I’ve found all the 
secret holes, gotten all the heart pieces and 
know the locations of all the Skulltulas. But 
for the life of me, | have absolutely no idea 
what the chicken in the windmill at Kakariko 
Village does! I’ve tried giving it to the Cucco 
lady, but she doesn’t seem to want it. Please 
tell me what purpose this dumb chicken 
serves! | must know! 

Mike Z 
mikesemail@erols.com 


Set your mind at ease, = cau 
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Runaine an 


Dear Expert Gamer, 

In The Legend of Zelda: Ocarina of Time, is 
there any way to beat the wandering running 
man in the race to the Lost Woods bridge? It’s 
very annoying and | can never seem to beat 
him. Maybe he has a clone or something. 

Derek Bryan 
joebug@juno.com 


There’s a good reason why you can’t beat 
him, Derek— he’s unbeatable! Why? We have 
no idea, but it’s true—no matter what you do, 

e’ll always finish ahead of you. 


Unfreezing Zora 


Dear Expert Gamer, 
I’ve finished Zelda: OoT, but | did not 
unfreeze Zora’s Domain. My friend told me 
that he unfroze Zora’s Domain and he received 
a heart piece from the King. How do | do it? 
Andrew Jose 
Via the Internet 


Use the Cold Fire to unfreeze the frozen Zora 
King and you'll get a brand-new Tunic. Don't 


worry about unfreezing the whole place-you can't. 


King himself can be unfrozen—not the entire 
Zora’s Domain. 


Poké Mix-Up 
Dear Expert Gamer, 
| am writing about a mistake in the August 
issue of Expert Gamer. On page 75, inthe 
Pokémon Snap guide, it says you need to free 
#144 Articuno to get the Level 2 Pokémon 
Sign. | think it should be #145 Zapdos, 
because Zapdos is in Level 2 and Articuno is 
in Levels. 
John Sadloske 
Plymouth, MN 


You are correct, John! Indeed it should be 
#145 Zapdos. We apologize for the mix-up, 
ane we promise to torture Mark MacDonald 

or his foolish error! (We’re kidding...it was 
an honest mistake.) 


Tales of Cherik 


Dear Expert Gamer, 

I’m stuck in Tales of Destiny for the 
PlayStation, and | could use a little help. A 
Sailor at Calvalese Harbor said he saw a 
“statue” (the Eye of Atamoni), and said his 
friend in Cherik knew where it was going. 
But...| can’t find Cherik! I’ve searched all over 
and only found Kalviola and Junkland. Did | 
miss something? 


(Name Withheld) 


Zeratul548@aol.com 
Simply head a little ways south from 
Kalviola (it’s less of a trek has the one to 
paamnania,| to the west), and you’ll reach 
Cherik. It’s not tough to find at all—you 


probably j - overlooked it in your travels. 


~The Top 10 best: 
| Selling games of 
| duly 1999. (Source: 


Games Service. 


Call Mary Ann 
Porreca at (516) | 
625-2345 for | 
questions regard- 


ing NPD data.) 


Many XG readers asked about the Ribbon ability mentioned in last month's guide. It is actually 


called “Constrict.” With it, you can circle around an enemy or object and a streamer will come 
out from behind you. If you complete the circle, enemies will die..triggers will switch...etc. 
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Final Fantasy VI! Lives 


Dear Expert Gamer, 
In your September issue you 


mentioned someone named “Ruby 
Weapon” in FFVII. Where is it and how 
do | get to it? And how do | beat it? This 


is really bugging me—thanks! 


(Name Withheld) 
Bs5RobMan@aol.com 


Ruby Weapon is in the desert area 
near the Gold Saucer on Disc 3. Of all 
the methods I’ve tried, this has got to 
be the simplest, safest and least AP- 
consuming way to kill Ruby. Here’s 
what you'll need: 

¢ A Mastered Command Counter 
Materia (NOT the Counter Attack 
Materia—we’re talking about the 
Command Counter Materia here. 

It’s a Blue one...) paired with Mime. 


ONLINE NEWS 


N64 Zelda Sequel Conrnmedt 


it’s true! Nintendo has announced a 
sequel to Zelda: Ocarina of Time! 
Tentatively titled Zelda Gaiden (gaiden 
means “side story” in Japanese), the 
game takes place a few months after 
the end of Ocarina of Time. While jour- 
neying through the forest one day, Link 
(who is now young again) stumbles 
upon a strange dude named Stalkid, 
who reveals that he’s kidnapped Epona 
before disappearing through a mysteri- 
ous door. Link follows him and ends up 
in a strange (yet somehow familiar) 
world with a giant moon. Apparently, 
the moon is on a crash course with this 
odd land, and if Link doesn’t do some- 
thing to stop it, the whole place is 
doomed. Sounds: cool, eh? Gameplay 
will be similar to OoT, though this time 
Masks will play a much larger role in 
gameplay. Apparently, Link will be able 
to transform into whatever creature the 
mask he is wearing represents! The 
game takes place in real time, and the 
difficulty level is a step up from OoT. For 
more, check out our sister mag, EGM! 


Dragon Warrior 
Returns!! 


Eidos recently 
announced plans to 
release Enix’s popular 
Game Boy Color RPG, 
Dragon Quest 
Monsters: Terry’s 
Wonderland, in the U.S. 
and Europe. The title 
will change to Dragon 


Warrior Monsters before 
the game releases early 
next year. Keep an eye 
on this one, GB fans— 
it’s definitely hot! 


More New Zelda 


In the portable arena, three new 
Zelda games (yes—three!) are on the 
way for the Game 

Boy Color. Oddly 

enough, they’re 

being co- 

developed by 

Nintendo and 

Capcom, with the 

scenarios being | 

written by 

Flagship, the 

Capcom sub- 

sidiary that does 

the stories for | 

the Resident Evil | 

games. The first | 

game of the trio, 

The Legend of Zelda: Fushigina 
Kinomi, is shown here. The second 
and third games are expected to be 
released within a few months of each 
other, so start saving your pennies! 
Zelda’s coming back in a big way! 


Surf the Web in style on videogames.com, the best 
source of video game info on the Web. Nowhere else 
will you find a complete archive of previews, reviews 
and news for all.of the top systems—PlayStation, 
Nintendo 64 and Saturn—plus arcade, foo! 


¢ Knights of the Round paired with 
HP Absorb. 

¢ Enough HP and defense so you 
don’t die in one hit. 

¢ A high Magic Rating (200+). 

° A Ribbon. 

Optional items include the 
following (these are recommended 
so the process doesn’t take hours): 

* Two Knights of the Round 
Charges. 

¢ W-Summon. 

¢ Master Summon paired with MP 
Turbo (on different slots than the 
regular KotR one). 

Before the fight, kill off your other 
two party members. When you start 
the fight, simply cast Knights of the 
Round (with W-Summon or without) on 
Ruby or the tentacles (doesn’t matter). 
Come back in 10-20 minutes, and Ruby 
will be dead. Every time Cloud gets 
hit, he will automatically counter with 
KotR and regain tons of HP (you'll 
keep getting more than 9999HP back). 
You can’t lose. This method will work 
against Emerald too, provided you 
have the Underwater Materia and a 
light set of Materia so Aire Tyre Dam 
doesn’t do 9999HP. 

Also, because you probably don’t 
have the Master Summon, you’ll need 
a very very high Magic Rating because 
KotR isn’t MP Turbo’ed. It’s easier to 
do the well-known KotR/Mime-As- 
Fast-As-You-Can way to kill him, 
although a little luck certainly 
wouldn’t hurt. 


HERSHEL 
Tifa 


_Redxit 


My Cousin View 


Dear Expert Gamer, 
| need to know where | can find 
Vincent Valentine in Final Fantasy VII. 
Ronald Browand 
RBROWAND @webtv.net 


Here’s the process we used to get 
Vincent Valentine: 

Step 1: First open the safe in Shinra 
Mansion and defeat Lost Number. 

Step 2: After Defeating Lost Number 
(easy kill), check the safe to get the 
key item “Basement Key.” (Don’t miss 
the easily accessible Odin Materia 
nearby either). 

Step 3: Open the secret door Cloud 
used in the flashback and enter the 
basement cave. Once inside, open the 
wooden door using the Key. 

Step 4: Examine the coffin in the 
middle of the room, Vincent will wake 
up and ask to talk for a while. 

When he asks what you want, 
choose to talk about Sephiroth. They'll 
talk for a while, then Vincent will go 
back to sleep. 

Step 5: Examine again and Vincent 
will reappear. 
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This time, ask him who he is. You'll 
get to name him and then he will go 
back to sleep. Just continue on to the 
meeting with Sephiroth at the end of 
the basement. When you leave, VV 
will appear and offer to join the party. 


Oh Golden Chocobo 


Dear Expert Gamer, 
First let me tell you your mag rocks! 
| need help trying to get the Gold 
Chocobo in FFVII. | have tried every- 
thing (like mating a bunch of different 
Chocobos with the Carob Nut), but | 
never succeed! What gives? 
Justin 
Via the Internet 


in order to get the Gold Chocobo, 
you'll have to breed a Black Chocobo 
with an S-Class Chocobo using the 
Zeio Nut found on the island with the 
forest in the top-right part of the 
world map. To get the Zeio Nut, you 
need to find a Goblin (also in the 
top-right part of the map, in the forest 
area) and steal one from them. 

Note: You can also get a Gold 
Chocobo much easier, by defeating the 
RUBY WEAPON (in the desert area 
near the Gold Saucer on Disc 3), and 
trading the item you win from it (the 
Desert Rose) for a Gold Chocobo from 
the Kalm Traveler. 


R.I.P. Aeris 


Dear Expert Gamer, 
| have a few questions about Final 
Fantasy VII: 1) Is it true that you can 
revive Aeris in the American version 
of the game? 2) How do! revive her? 
3) Does it change the ending? 
Calvin Singh 
Via the Internet 


1) No. 2) See (1). 3) See (1) and (2). 


* & a 
Missing Driver 
Dear Expert Gamer, 
| have a really good question regard- 
ing the new ultra-hot game known as 
Driver. In most of the ads and the 
demo, the car being driven is a yellow 
and black car resembling an early ’70s 
Buick Stage 1. A picture of the car is 
even on the back of the CD case for the 
game. After beating the game, | never 
even saw this vehicle—where is it? 
Brett Ray Pavlov 
dptoo@hotmail.com 


The car you’re talking about (which 
closely resembles a yellow and black 
1970 Buick GSX) was NOT in the game. 
Editor Jim Mazurek noticed the same 
thing, and came to the conclusion that 
those screenshots were taken from a 
preliminary version of the game. 
Either that, or somebody at General 
Motors gave them (Reflections) heat 
for making a car that too closely 
resembles one of their own. (You’tl 
notice that most of the cars in the 
game actually look somewhat similar 
to the vintage muscle cars of yester- 
year, but most of them have been 
cleverly redesigned with tweaks to the 
overall body style.) 
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IT’S THINKING 


IT KNOWS YOU LIKE RUNNING 
“TACKLE ON THIRD AND SHORT 
Sega@Dreamcast. | {8%s-NFL 2K’ 


OBSTINATE LITTLE TOOL AREN’T YOU 


eye-popping 3D action with over 1500 player moves clashing at 60fps in VMU-selected secret plays at any of 
31 highly detailed stadiums with realtime weather. ready for the big league. sweetheart? -.; sega.com 
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In order to receive the Golden Gun 
you must traverse through a room 
loaded with traps. Use the map to the 
right to learn where to walk or you 
will end up getting vaporized. 


Driver’s Ed 
Dear Expert Gamer, 

Overall, your strategy for Driver was 
excellent. Anyway, there’s one tip that | 
didn’t see you mention that got me 
through a lot of missions: If you have a 
cop on your tail when you reach your 
target point and you have to lose him, 
simply come to a Stop, let him rear-end 
you, then back into him repeatedly. You 
won’t take much damage, but he will, 
and as soon as that cop’s out of com- 
mission, you’ll hear some sweet words: 
“We lost him.” Mission completed! 

Remy Gibson 
aweberman@yahoo.com 


GoldenEye Grief 
Dear Expert Gamer, 


| may be a little late on this (OK, two 
and a half years late), but the Egyptian 
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stage in GoldenEye is confusing the 
mess out of me!! Could you please 
help? How in the heck are you sup- 
posed to get the Golden Gun out of the 
friggin’ case? Please help me out, I’m 
totally clueless!! 
(Name Withheld) 
HtDragonz@aol.com 
Rather than 
trying to 
explain this 
process with 
text, we 
scrounged up 
this fairly 
detailed “tile 
by tile” map of 
the infamous 
olden Gun 
room. just fol- 
low the red 
squares, and 
the Golden Gun 
is yours. If you don’t follow this exact 
path, the remote guns WILL kill you... 


Custom Attitude 


Dear Expert Gamer, 
| just got the September issue of 
Expert Gamer. You asked us to let you 
know what the New Custom Stuff is in 
WWF Attitude if we figured it out, so 
here you go: When you open it up (by 
winning the European Belt in Career 
Mode), it gives you more choices in the 
Create-a-Wrestler Mode (extra clothing 
and such). 
Cody Thiboult 
atjunodotcom69@juno.com 


Yep, that is correct! Unfortunately, 
we didn’t figure this out until a couple 
of days after we went to press. Thanks 
for the tip, Cody! 


= LETTER ART 
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Q & A... 
PS2 Backward Compatibility 


Dear Expert Gamer, 

| have a question about PlayStation 2. Do you guys. know if old” 
PS games will be compatible with the new console? The reason! 
ask is, | need to know whether or not to keep buying current PS. _— 
games, or to start saving for the new console. Whenthe NES 
was superceded by the SNES, the games weren’t compatible, so — 
| was concerned about the same happening with the PS/PS2. 

Jesse ¢ tammylwilson@earthlink.net 


Sure enough, the PlayStation 2 will feature full backward 
compatibility with the original PlayStation, thanks to the 


~ implementation of the original PS chipset (shrunk down, of 


course) in the new PS2 hardware. So while you should still be. 
saving up for a shiny, new PS2, don’t be afraid to treat your- - 
self to an “old” PS game every now and then! There’ s still 
plenty of life left in Sony’s aging 4-year-old. = 


Pokémon Stadium Delays 


-Dear Expert Gamer, 


Are the rumors true? That Pokémon Stadium is going to be 


delayed until the year 2000? Please tell me it isn’t so! Please! 


~ Marc Yu © yurulz@aol.com 


Sorry, Marc! Pokémon Stadium for N64 has in fact been | 
delayed. The new scheduled release date is March 2000. | 


More Mario RPG! 


Dear Expert Gamer, 

I’ve heard rumors that there was going to be an 1 N64 — to 
Super Mario RPG. | really loved this game and | was wondering 
if this rumor was true. If so, when will it be released? Thanks. 

Juan R. Pena * MC mane re ant 


it’s true! Super Mario Adventure is the working title, ond it’s 
scheduled to release in Japan next year, with a U.S. release to | 
follow. It looks a little strange...but we’re sure it'll be great! == = ue 


Where creativity, es — nee Ales and a stamp can make you immortal* | 


Put your creative skills to 
the test by decking out a 
plain #10 envelope with 
your own unique touch. 
Send your letter art sub- 
mission to: XG Letter Art, 
P.O. Box 3338, Oak Brook, 
IL 60522-3338. (Entries 
submitted on anything 
other than a #10 envelope 
will be disqualified.) Letter 
Art can be submitted by 
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a a, 
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e-mail (xg@zd.com), but 
must fit the #10 envelope 
size. All entries become 
the property of ZD Inc. and 
will not be returned. 


Amara Carney of 
Moundsville, WV, wins an 
Agetec Specialized 


Amarillo, TX 


Control Pad for the Sony 
PlayStation. You go, girl! 


* Or at least get you in the magaz 
controller from Agetec (F Gia: 


RIZE | ONLY)! 


KEN WELLBANK 
Morrisville, Py 


JESSE MARTINEZ 
Inglewood, CA 


SHAHRUA SARELA. 
Chandler, AZ 
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“The ultimate motocross simulation!” 
- PlayStation Magazine 
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GET REAL! 


¢ Proprietary “Real Motocross Dynamics” system — The first 
PlayStation® game console game with realistic motocross physics 


¢ 2 time AMA Nationals Champion Ricky Carmichael - Race 
as or against the future of motocross 


¢ High flying stunts and aggressive pack racing action 
¢ 6 play modes from Championship to Head-to-Head 
¢ Over a dozen realistic tracks including motocross, 


supercross and enduro 
By) “ge e True weather effects actually influence bike and 
1 | " ; rider performance 


¢ 9 customizable dirt bikes 
¢ Adrenaline-pumping soundtrack 
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Score BIG with 
GAMESHARK 


from Interact and XG 


If your trick is selected 
as the Trick of the Month, 
you'll win a free 
GameShark courtesy of 
InterAct. If you’re given 
credit for submitting a 
great trick in this section, 
you'll win a free game! 

For more details and 
rules on the contest, read 
the text below. E-mail your 
tricks and cheats to: 


tricks@zd.com 


On all e-mails, be sure 
to include your name, 
address, city, state and zip 
code. For those who prefer 
to go through the postal 
service, send your tricks 
to: 


“Tricks of the Trade” 
P.O. Box 3338 
Oak Brook, IL 

60522-3338 


k, 60522 
ad.com, Be sure to ij 
number No pur- 
necessary to 


~ OF THE _ 


Note some of the 
codes and button com- 
mands were verified on a 
Japanese version of the 
game and are subject to 
change. 


Get all items in 
Original Mode: 
Complete Training Mode with five-star 
marks in each training session. 
Display score: 
On the Title Screen, enter the following 
code using the D-pad: L, L, R, R, R, L, R, 
Start 
Two more sessions in Boss Mode: 
Beat all bosses in Boss Mode, and get a 
ranking with each boss. This will unlock 
the Emperor and Fight All Bosses. 
Unlimited credits in Original 
Mode: 
Complete Boss Mode with five-star marks 
for each boss, including Fight All Bosses. 
Bonus Cats: 
If you shoot a cat, it will lead you toward 
a bonus item. 
Bonus Rooms: 
To access one of the bonus rooms at the 
end of the game, you must get there with- 
out killing any hostages, or allowing any 
hostages to be killed. 


Full Pause Screen: 

Pause the game and press X + Y. This will 
get rid of the “Pause” word for cool 
freeze frames! 

Bonus Characters: 

At the Character Selection Screen, high- 
light the normal version of one of the fol- 
lowing fighters, then hold Start and press 
any button: 


Kyo Kusanagi Terry Bogard 


Andy Bogard Joe Higashi 
Ryo Sakazak! Robert Garcia 
Yuri Sakazaki Mai Shiranui 
Billy Kane Orochi Yashiro 
Orochi Shermie Orochi Chris 


Omega Rugal 


Hidden Characters: 

Play as Shadow Lady 

At the Character Selection Screen, high- 
light Morrigan, then press Up, Right(2), 
Down(4), Left(2), Up(4), Right(2), Left(2), 
Down(2), Right(2), Down(2), Left(2), 
Up(2), Right(2), Up(2), Left(2), Down(5). 
Then, Shadow Lady will appear below 
Gambit. 

Play as Gold War Machine 

At the Character Selection Screen, high- 
light Zangief, then press Left(2), Down(2), 


DREAMCAST 


HOUSE OF THE DEAD 2 to MARVEL VS. CAPCOM 


New 
Tricks 
Index 


Dreamcast 
M@ Soul Calibur = 31 


NINTENDO 64 
i Command & 
Conquer 32 
@ Mario Golf 34 
M Rampage2 36 
Mm NHL 99 36 
m@ Star Wars: 
Episode I-Racer 38 


PLAYSTATION 
™ Croc 2 30 
™ Jade Cocoon 42 
= NCAA Football 


Right(2), Down(2), Left(2), 
Up(4), Right(2), Left(2), 
Down(4), Right(2), Up(2), 
Left(2), Down(2), Right(2), Up(5). 2000 46 
Then, Gold War Machine will 4 i NFL Xtreme 2 
appear above Zangief. ~ : 48 
Play as Orange Hulk ® Street Sk8er 50 


At the Character Selection Screen, 

highlight Chun-Li, then press GAME BOY 
Right(2), Down(2), Left(2), Right(2), Mi Lucky luke 52 
Down(2), Left(2), Up(4), Down(2), ~ W Rugrats: 

Right(2), Up(2), Down(4), Up(4), Left, ~The Movie — 53 
Up. Then, Orange Hulk will appear a“ 


above Ryu. SIDEBAR 

Play as Lilith THEMES 

At the Character Selection Screen, high- , WW Retro Genesis 

light Zangief, then press Left(2), Down(2), - ‘Wy se : My *, MK Codes 31 
Right(2), Up(2), Down(4), Left(2), Up(4), - ’ \ Wi GameShark (N64) 
Right, Left, Down(4), Right(2), Up(4), ' Z 4 32 
Left(2), Down(4), Right, Down. Then, Wl Armed Attack! 34 
Lilith will appear below War Machine. a 


MW Puzzle Heads! 38 
MM Football Fury 43 
i GameShark (PS) 
42 43, 44 
i On The Road Again 
48 


Play as Red Venom 

At the Character Selection Screen, 

highlight Chun-Li, then press Right, 

Down(4), Left, Up(4), Right(2), | 
Down(2), Left(2), Down(2), Right(2), g 


Up(4), Left(2), Up. J aii Wi Bust-A-Code 99 


Red Venom will appear above : illied é | 50 
Chun-Li. ™ ; . ™ GameShark (GB) 
Play as Roll . 52 


At the Character Selection 


a PlayStatio 
Cheat Menu: 


At the Title Screen, hold L1 and press Triangle, Left, Left, 
Right, Square, Up, Up; Left, Circle. Then while playing a 
game, press L2+R2 to display the Cheat Menu. 
Brian Hintze 
Address withheld by request 
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Screen, highlight Zangief, then press Left(2), 
Down(2), Right(2), Down(2), Left(2), Up, Right, 
Up(2), Right(2). Then, Roll will appear to the 
right of Mega Man. 


Play as Hidden Racer: 

The character Hanamizu becomes playable 
after you beat all tracks and earn all Silver 
medals. He’s unbelievably fast and a little 
tricky to use. 


Manipulate the Victory Camera: 
Use the A, X, Y, B, pad and analog stick to 
zoom in and out, rotate the camera around the 
victor, etc. 

Play as the Bosses: To play as the 
Bosses, finish the game with each character 
one time. Finishing the game with any charac- 
ter opens up an extra option in “The World of 
Power Stone” Book. 


Hidden Cars, Raceways, Etc.: 

At the Title Screen, put in the following codes 
for the results as shown. If done correctly, you 
should hear a confirming sound: 

All Cars: Up, Down, Up, B, A, Left, B, B, Down. 
All 10 Year Raceways Open: Up, Left, 
Down, Right, B, A, B, Right, Down. 

Increased Frame-Rate: Up, A, Down, 
Down, Left, Right, B, B, Down. 


Play As Super Sonic: 

First, you need to beat the game with all of the 
characters. When that happens, you will be able 
to choose Super Sonic from the Player Select 
Screen. You’ll begin as regular Sonic in Mystic 
Ruins by the lake. Go into the cave (formed be 
n explosion) until you reach the green Crystal 
Shrine. Head around back until you find the 
dlace Dr. Robotnik (Eggman) crashed. You’ll see 
yew cinema, and fire will surround the 
Crystal Shrine. Run toward the shrine for 
another cinema. This is where Chaos comes in. 
Keep heading toward the shrine and another 
cinema will be triggered. Once Tails wakes you 
up, go back to the lake in Mystic Ruins. Now go 
through the mine car tunnel and another cine- 
ma will appear that resembles the first cinema 
of the game. Sonic will be faced with Perfect 
Chaos and his friends will gather all the Chaos 
Emeralds and give them to Sonic to make him 
Super Sonic for the final battle! 


ja) 
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Hidden Commands: As hidden features 
appear, ‘“3rd Costume,” “Weapon Select” and 
‘Metal Model” become available. 

3rd Costume: In the Character Select 
Screen, place the cursor on the character, 
press the Y button and select. Only certain 
characters have a third costume. Refer to 

the “3rd Costume” table for a listing of these 
characters. 

Weapon Select: In the Character Select 
screen, place the cursor on the character and 
press the L trigger to display weapons, then 
select the desired weapon. For Edge Master 
and Inferno, this feature will not result in 
any changes. 

Metal Model: In the Character Select 
Screen, place the cursor on the character 
and hold down the R trigger and select. 

The Metal Model can be used together with 
the third costume. 


Play As Dural: 


www.videogames.com 
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Sophitia's Secret 


Choose Sophitia and press one of the following buttons from 
the selection screen. Hold it down until you see Sophie do her 
“pre battle” pose. She will now enter battle with a new colored 
set of panties. 

© X = pink 

Y = blue 

®B = black 

R = yellow (press R after you choose her or she’ll be in metallic 
mode!) 

L = (doesn’t seem to change the color) 


A = white (original color) 


Play as Silver Dural in Training Mode: 
At the Character Selection Screen press 
Start+Y+A at the same time. 

Play as Gold Dural in Training Mode: 
At the Character Selection Screen press 
Start+X+A at the 

same time. 


RETRO GENESIS 
MK CODES 


Mortal Kombat 


All Blood and Fatalities 
You may have thought that the blood 
was taken out of the Genesis home 
version of Mortal Kombat. Well, it’s no 
more Mr. Nice Guy, because this code 
will give you all of the blood and origi- 
nal fatalities as they were meant to 
be, from the arcade! Here is how to do 
it: When you see the screen come up 
that talks about “Codes of Honor,” do 
this code with controller 1: A, B, A, C, 
A, B, B. After you do this, the words on 
the screen will have a red tint, and you 
will hear Scorpion’s voice say, “Get 
over here.” This will confirm that the 
trick worked. Choose your characters 
for a one- or two-player fight. Now, 
begin your match. You will now notice 
that when you do certain powerful 
moves, the blood will fly, just as it 
does in the arcade! If you do a fatality 
to your opponent (depending on 
the character), you will notice that 
some of them have changed, and have 
more gore than before! Now, all of the 
original play of the arcade is back in 
the home version of the game! 
The DULLARD Code 
This is the best cheat code found for 
the Genesis version of Mortal Kombat. 
Wait for the Title Screen to appear, 
and press START. At the screen where 
you can choose Game Start or 
Options, do this code with controller 1: 
DOWN, UP, LEFT, LEFT, button A, 
RIGHT, DOWN. A third option will 
appear on the screen that says, 
“Cheat Enabled.” Highlight this new 
option and press START. You will see a 
brand-new menu that will allow you to 
do tons of new options. Test them out! 
Here is a listing of the Flags and 
their meanings: 
Flag o: One hit can kill the second 
player. 
Flag 1: One hit can kill the first player. 
Flag 2: Shadow moves across moon 
on the Pit Stage. 
Flag 3: Makes a head float in the Pit 
Stage background. 


Flag 4: Reptile gives you clues before 
every match. 

Flag 5: Unlimited continues. 

Flag 6: Computer does its Fatality 
when it wins. 

Flag 7: Keeps the same background 
every match. 


Mortal Kombat 3 
Kombat Kodes 
Players one and two must enter these 
button combinations on the Vs. 
Screen with the A, then B, then the C 
button. The number indicates the 
times you must press each button. 
These Vs. Screen codes are exclusive 
to the Genesis version: 
Pong MK4— P1(303)-P2(606) 
Timer Down— P1(494)-P2(494) 
Regenerate — Pi(o011)-P2(971) 


GAMESHARK 
CODES 


Command & Conquer 
Inf. Cash (NOD) 800c50ae00ff 
Inf. Cash Global Def. 800c4f0600Ff 
Instant Air Strike (GDI) 800962a40032 
§00C4e5000ff 
800962a40032 
800c4ff800ff 
800962a50033 
800c4e3000ff 
800962a50033 
800c4fd800ff 
Instant Nuclear Strike (GDI) 800962460034 
800c4e7000ff 
Instant Nuclear Strike (NOD) 800962a60034 
800c501800ff 


Mario Golf 

Extra Characters 810c28e80004 
810c28ea0006 
810c28ec0008 
810c28ee000a 
810c28f0000c 
810c28f60005 
810c28f80007 
810c28fa0009 
810c28fc000b 
810c28fe000d 

Must Be On {10b16702400 

Infinite Lives On Mini-Game Island 
800f37bb0063 


Instant Air Strike (NOD) 
Instant Ion Cannon (GDI) 


Instant [on Cannon (NOD) 


Pokémon Snap 
Enable All Levels 810¢22120006 
Must Be On de0004000000 
f103d8a02400 


Blind Code: On the Main Setup 
Screen go to the Enter Cheats option 
and access it. On this screen, enter the follow- 
ing code: MYEYES and then press Start. You 
will see a text confirmation 
at the bottom of the screen that says, “MY 
EYES MY EYES. I’M BLIND.” Now when you 
play a game, the background graphics will be 
all foggy and you will only be able to see the 
players clearly. 
Unhittable Fastball: Select Arcade 
Mode. When you are pitching, hold Down-C+A 
and hold it until the ball reaches home plate. 
The batter won’t be able to hit the pitch about 
9996 of the time. 
Easier Home Runs: When you're up to 
bat, press the B button for a power hit. If you 
have the pitcher aid on, and can see where 
the ball is going, put the power box right under 
it. If you have a right-handed pitcher, place the 
box so the pitcher aid is in the upper left (just 
in case the pitcher is throwing a slider or 
curve). If you have a left-handed pitcher, then 
place the box so the pitcher aid is in the upper 
right. If you stay under the pitcher aid and 
swing at the correct time, you will almost 
always hit a home run. 
Visual Codes: On the Main Setup Screen 
go to the Enter Cheats option and access it. 
On this screen, enter the following codes: 
Beach Ball Mode: 
Enter BCHBLKTPTY as a code at the Cheat 
Screen. 
Baseball trails: Enter WLDWLDWST as a 
code at the Cheat Screen. 
Fly back to dugout: Enter FLYAWAY as a 
code at the Cheat Screen. Players will fly back 
to the dugout after an out. 
Small players: Enter TOMTHUMB as a code 
at the Cheat Screen. 
Blackout Mode: Enter WTOTL as a code at 
the Cheat Screen. 


Hidden Cheat 
Menu: Go to One-player 
Mode and select 
Championship Race on 
Coventry Cove. While racing, find 
the shortcut with the barn and two 
haystacks. Run straight into the 
haystack closest to the road and you 
will hear a voice say, “Groovy!” Once 
you hit it, finish the race. Then you'll see 
text on your Player Results Screen that 
A says, “Cheat Menu Activated.” Now go 
to the Options and at the bottom, 
there will be a new option 
called Cheats. Enter 


ALLSTAR BASEBALL 2000 to F-l WORLD GRAND PRIX 


this option and you will be able to choose 
between two different cheat types. 

Now, just find the hidden flower boxes 
throughout the levels to unlock the rest 
of the cheats. 


On the Input Code Screen enter: 
MSTSRVV - for Invulnerability 
CRSTLCLR - for Invisibility 

FRGZ - for a Plague of Frogs 

TDZ - Queen Lords are replaced by toads. 


Custom Body Parts - Partial List: 
Here’s where to find some of Bomberman’s 
optional outfit parts: Tennis Shoes: In the blue 
resort. It is in Level 1 under the bridge that 
has a box under it and a blue guy on the 
bridge. Iron Armor: In the white glacier. It’s in 
Level 1 behind one of the houses. Take a pump 
bomb and throw it at the houses. Run over the 
roof and put a bomb by the tree to get it. 
Extra Battle Mode Stages: Press 
Start at the Title Screen. When the Main Menu 
Screen appears, press Start rapidly until you 
hear a ringing sound. 

Go into the Battle Mode to choose the 

new stages! 


All Weapons: At the Title Screen press 
Left, Right, Up, Down. Then hold Z and press 
Right, Right, Left, Left. When the game begins, 
press A+B+R button at the same time to 
give you all the weapons. You will hear a noise 
if it is done correctly (it only works in One- 
player Mode). 

Level Select: At the Title Screen hold Z 
and press Right, Down, Down, Right. Release Z 
and press Right, Up, Down, Left, Left, Up, 
Right, Right to finish the code. 

Refill Health and Ammo: You can 
only use this code if you have All Weapons on: 
Press A+B+R button while playing, and you 
will refill your health and ammo. 


Level Select: At the ant hill off the main 
screen hold C-Up + C-Down + C-Left + C- 
Right + Z and press R. 

An arrow will appear to confirm correct 
code entry. 


Another World: At the Title/Menu 
Screen, press the L button, Up, R button, 
Down. A little green character will appear on 
the lower right of the screen. This is how you 
know the code worked. Now go to the Game 
Select Screen and move over to the Puzzle 
Mode. The words, “Another World” will be 
underneath the Puzzle Mode. Select this mode 
to play an entire new set of levels! 


Game Cheats: To enable these cheats, 
you must go into the Options Screen and enter 
into the Magic Codes Option. You can then turn 
them on and off at will, until you turn off the 
power. If you turn off the power, you will 
need to re-enter the codes again. 
Horn Cheat: BLABBERMOUTH 
Two-Player Adventure: JOINTVEN- 
TURE 
All Balloons are Yellow: BOD- 
YARMOR 


-" NINTENDO 64 


Disable Weapons: 
BYEBYEBALLOONS 

No Limit to Bananas: VITAMINB 

Zap the Zippers: 

ZAPTHEZIPPERS 

Ultimate AI: TIMETOLOSE 
Maximum Power-up: FREEFORALL 
Start with 10 Bananas: FREEFRUIT 
Big Characters: ARNOLD 

Small Characters: TEENYWEENIES 
Select Same Player: DOUBLEVISION 
Four-Wheel Drive: OFFROAD 


COMMA! 
CONQUER 


Adjust Battle Screen: 


At the Battle Screen; hold L and 
press Up-C or Down-C to magnify 
and reduce the screen. 


Many Cool Codes: To get any of these 
codes to work, just get to the Bike Selection 
Screen and press the R button to get to the 
Customize Screen. Now move over to the 
“Enter Name” Option, access it and put in the 
passwords for the results shown below: 
SPIRAL - Causes the track to spin around. 
2064 - Use paper airplanes/WipeOut-style 
Ships in place of cyber bikes. 

LINEAR - Wire Frame Mode 

XXX - Unlimited Nitros 

SPYEYE - Overhead view 

NOPANEL: Removes all the meters and text 
from the screen. 

XCHARGE: Receive an extra boost of speed 
and acceleration. 


Hidden Racers and Bonus Track: 
After pressing Start at the Title Screen, go 

to the Main Menu and choose Exhibition. On 
the next screen, pick the Drivers Option. Scroll 
with the pad or the Analog Stick until you 
reach Driver Williams. Press button A and 
choose the “Edit Name” Option. Using the pad, 
edit the last name (Williams) to the word, 
Chrome. When you are finished, exit all the 
way back to the Title Screen. Now enter the 
Drivers Option again and scroll until you see a 
new character called Silver Driver. This driver 
is fast on the straight-aways. To get the Gold 
Driver, do the exact same code again, but this 
time replace the last name with the word 
Pyrite. If you want to drive on the hidden 
Bonus Track, do the exact same code again, 
but this time replace the last name with the 
word Vacation. Instead of the Drivers 
Option, go into the Courses and scroll until you 
see the Bonus Track, complete with a volcano! 
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Aerofighter Assault 
Secrets to Earn/Codes 
Enable Spanky: 
To get him, complete all three 
~ bonus missions. 
New Planes in Deathmatch: 
You get a new plane for each 
mission completed. 
Extra Pilot and Plane: 
At the Title Screen (not the Main 


Menu Screen), press Left-C, Down- 
C, Right-C, Up-C, Left-C, Right-C, 
Down-C. Then check the Plane 
Select Screen on the far left. 


Battle Tanx 
Super Weapons 
Collect three of the same kind of power-up. 


Select that power-up and press both “A” and 


“B” simultaneously. A special weapon effect 
will occur that varies from weapon to 
weapon. 


Chopper Attack 
Extra Choppers 


If you finish Mission 7 on the Normal level of 


difficulty, you'll get access to the King IO 
chopper. And if you finish Mission 8 on the 
Expert level, you’ll gain access to the 
Stingray chopper. 


Level Select & Invincibility: 

On the Main Menu Screen, hold L button+ Z 
button+ C-Up+Down-C. This will take you to 
the Character Select Screen in a few seconds. 
From there you may press Left-C or Right-C to 
choose your beginning level. You will also 
begin the level with invincibility. 


Awesome Codes: Turbo Crazy: At the 
Title Screen where ‘Press Start” is scrolling, 
press B, B, R button, Up, Left, Down, Up- 
C, Left-C. The words “Turbo Crazy On” will 
appear on the screen to confirm it worked. 
You now have unlimited Nitro boosts! 

Wire Frame: At the Title Screen where 

“Press Start” is scrolling, press L button, 

L button, R button, Z, Left, Right, 

Up-C, Right-C. The words “Wire Frame On” 
will appear on the screen to confirm 

it worked. 


Various Codes: Enter the following 
codes at the Secret Codes Screen under the 
Options Menu for various results: 

NOGGIN - Gives you Big Head Mode. 
GHOST - Players become partially 
transparent. 

Z-WOOD - Secret Court 

TEAM -Z - Secret Team 

NOFANS - Remove bleachers and crowd. 
TRAILS - Transparent trails will follow 

the basketball. 

BUZZ - Disable the Shot Clock. 

THIRTY - Activate a 30-second game. 
HOMIE - The referee calls fouls that favor the 
home team. 


99 Lives and Every Remote: At the 


XG 


Main Menu Screen, choose the Load Game 
Option. On the next screen, choose 
“Password.” Now enter the following pass- 
word as shown to get the trick to work: 
M758FQRW3JU58FQRW4! 
This will give you 99 Lives and every remote, 
so you don’t have to gather them all! You can 
see the results of the code immediately by 
pressing Start to pause the game and then 
moving down to “Stats” and accessing it 
with button A. Now you can warp to Rez 
without having to go through the entire 
game. You'll also have 99 lives to try to 
beat him! 


Time Codes: Codes will be revealed by 
completing each level under a certain time, 
at a certain difficulty level. Here are the lev- 
els and times you need: 

Level 1: Dam-Paintball Mode-Secret 
Agent-2:40 

Level 2: Facility-Invincibility-00 
Agent-2:05 

Level 3: Runway-DK Mode-Agent- 
5:00 

Level 4: Surface-2x Grenade 
Launcher-Secret Agent-3:30 

Level 5: Bunker-2x Rocket Launcher- 
00 Agent-4:00 

Level 6: Silo-Turbo Mode-Agent-3:00 
Level 7: Frigate-No Radar (Multi)- 
Secret Agent-4:30 

Level 8: Surface2-Tiny Bond-00 
Agent-4:15 

Level 9: Bunker2-2x Throwing Knives- 
Agent-1:30 

Level 10: Statue-Fast Animation- 
Secret Agent-3:15 

Level 11: Archives-Invisibility-00 


Agent-1:20 

Level 12: Streets-Enemy Rockets-Agent- 
1:45 

Level 13: Depot-Slow Animation-Secret 
Agent-1:30 

Level 14: Train-Silver PP7-00 
Agent-5:25 

Level 15: Jungle-2x Hunting Knives- 
Agent-3:45 

Level 16: Control-Infinite Ammo-Secret 
Agent-10:00 

Level 17: Caverns-2x RC-P90s-00 
Agent-9:30 


Level 18: Cradle-Gold PP7-Agent-2:15 
Level 19: Aztec-2x Lasers-Secret Agent- 
9:00 

Level 20: Egyptian-All Guns-00 
Agent-6:00 

Bond Photos (via a GameShark): 
This GameShark code reveals pictures, on 

the Selection Screen, of three of the four 
James Bond actors from the movies. Using a 
GameShark, create a new code called All Bonds 
(or any other name you like). Then enter: 
A002B19B 00. | 

For the two spaces, enter 01 to see Roger 
Moore, 02 to see Timothy Dalton or 03 to see 
Sean Connery. Begin your game with 

one of the codes on, and then begin a 
multiplayer game. Sadly, you can’t play the Bond 
actors; the programming was removed from 
the game. 

Secret Level Editor: Once you finish 
every single level in the game on the “00 
Agent” difficulty setting (plus bonus levels 19 
and 20), a special “007 Mode” will open. This is 
an Editor Screen, in which you can configure 
options such as Enemy Health, Enemy Damage, 
Enemy Accuracy and Enemy Reaction Speed! 
Same Player in Multiplayer: Play in 
Multiplayer Mode using two of the same char- 


MARIO GOLF 
Multiple Codes: 


© Password Screen: At the Main 
Menu highlight the the option 
labeled club house and press 


Z+R+A at the same time. 
Toad Highlands Tournament: 


Put in KPXWN9N3 as the password. 


Alternate Costumes: 
On the Character Select Screen, 


hold Left-C, Down-C, or Right-C and 


choose a character. 

© Left-Handed Golfers: 

On the Character Select Screen, 
hold the L button and choose a 
character. 


acter. To do this, plug in four controllers. Enter 
Multiplayer Mode and select four characters 
with each controller, having players three and 
four be the duplicates. 

Then go back to the Multiplayer Screen and 
unplug controllers three and four. Have 
players one and two choose the players 
where three and four were. Go back to the 
Multiplayer Screen once again and plug players 
three and four back in. Be sure to change 

the Player Option back to four. Now when you 
begin your match, there should be two of the 
Same character! 


To get weeble wobble player: Go to the 
Create A Player option and type “CODE” for the 
first name and “WEEBLEMAN” for the last 
name. You will hear a confirmation sound. 

To get big heads: Go to the Create A Player 
option and type “CODE” for the first name and 
“BIGGHEDZ” for the last name. You will hear a 
confirmation sound. 

To get thin players: Go to the Create A 
Player option and type “CODE” for the first 
name and “TOOTHPICK” for the last name. 
You will hear a confirmation sound. 

To get invisible players: Go to the Create- 
a-Player option and type “CODE” for the first 
name and “INVISIBLEMAN” for the last name. 
You will hear a confirmation sound. 

To get Tick bodied players: Go to the 
Create A Player option and type “CODE” for 
the first name and “THETICK” for the last 
name. You will hear a confirmation sound. 

To get little players: Go to the Create A 
Player option and type “CODE” for the first 
name and “LIDDLELEAGUE” for the last name. 
You will hear a confirmation sound. 

To get big feet: Go to the Create A Player 
option and type “CODE” for the first name and 
“BIGFOOT” for the last name. You will hear a 
confirmation sound. 

To get a flat team: Go to the Create A 
Player option and type “CODE” for the first 
name and “STEAMROLLED” for the last name. 
You will hear a confirmation sound. 

To play a CPU Vs. CPU game: Go to the 
Create A Player option and type “CODE” for 
the first name and “CPUVSCPU” for the last 
name. You will hear a confirmation sound. Now 
when you choose a LP Vs. CPU game, the CPU 
will take over for the first player. 

Fireworks Show: Choose any of the teams 
on exhibition mode, and press Z to view the sta- 
dium when the Stadium Select appears. Now 
press the R and Z buttons when viewing the 
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stadium, and fireworks will appear behind 
home plate. 

Home Run Griffey: This code only works 
when Ken Griffey ur. is up to bat. While you are 
up to bat press Left, Left, Right, Right, Right, 
Left, and Left on the control pad. You must 
make contact with the ball after you enter the 
code to get a home run. 


World Select: While ina level press Start 
to pause the game and hold the Z button. While 
holding Z, press: R, B, A, B, A, C-Up, C-Down, C- 
Left, C-Right, C-Up, C-Down, C-Left, C-Right. A 
tone will sound and the option “Unlock Worlds” 
will appear. Highlight the option and turn it to 
“Yes” to access all the worlds. 


Cheats Menu/Secret Characters: 
Cheats Menu: From the Main Menu, access the 
Options. In the Options Screen, highlight the 
“Continues 3” Option. Then hold the 

Block +Run buttons at the same time 

for about 10 seconds, or until a Secret Menu 
appears. Once you see the secret “Cheats” 
Menu, you will be able to turn 

on and off 
endings, 
fatali- 
ties 


eer 
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UNIVERSAL TOUR 
Master Code 


This code opens up a hidden 
cheats menu! To-do this, you 
must enter this code on the 
Password Screen: BVGGY. 

@ Once you do this, go into the 
Options Screen and a new option 
will be available called “Cheats.” 
€ Now you-can select your start- 
ing level, damage amount; num- 
ber of lives and more! 


NHL 99 


More Speed and No 


Goalies: 

More Speed-and No Goalies: 
For very fast gameplay anda 
fast clock, enter “FASTER” as 
a password. 

Forno goalies, enter “PULLED” 
as a password. 
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and level fatalities! 

Secret Characters: The next tricks will let 
you access the hidden Goro and Noob Saibot! 
Goro: On the Fighter Select Screen, highlight 
and select the “Hidden” button on the bottom 
of the screen. Move Up three times and Left 
once (highlighting Shinnok). Then press 
Run+Block simultaneously. When you go to 
the first round of the fight, you will be playing 
as Goro! 

Noob Saibot: On the Fighter Select Screen, 
highlight and select the “Hidden” button on the 
bottom of the screen. Move Up two times and 
Left once (highlighting Reiko). Then press 
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Run+Block simultaneously. When you go to 
the first round of the fight, you will be playing 
as Noob Saibot! 


Password Cheats: Go into the Password 
Option and enter them as shown. If you do the 
urns and lives codes correctly, you will hear the 
sound of fire after you exit. With the other 
codes, the effects are evident when you exit 
the screen. 

10 Vitality Urns: NXCVSZ 

1,000 Lives: GTTBHR 

View Credits: CRVDTS 

Ultimate Cheat: ZCHRRY 

Exploding Boss: RCKMND 


Multiple Cheats: These codes are to be 
entered after pressing Start to pause in the 
middle of the game: 

Automatically make your next shot: 

L button, L button, C-Up, L button, 

L button, C-Up, L button, L button, C-Up, Z 
Dunk from anywhere: L button, L button, C- 
Down, L button, L button,C-Down, L button, L 
button, C-Down, Z 

Super push: L button, L button, Up (on 
D-pad), L button, L button, Up (on D-pad), 

L button, L button, Up (on D-pad), Z 

Tie the score: L button, L button, Down 

(on D-pad), L button, L button, Down (on 
D-pad), L button, L button, Down (on 

D-pad), Z 

Turn team on fire: L button, L button, Right 
(on D-pad), L button, L button, Right 

(on D-pad), L button, L button, Right (on 
D-pad), Z 

Cancel activated cheats: L button, 

L button, Left (on D-pad), L button, L button, Left 
(on D-pad), L button, L button, Left (on 

D-pad), Z 


Incredible Blitz Codes: 
On the Team Vs. Screen, enter any of these 
codes with the Turbo, Jump and Pass buttons 
and then a direction on the control pad. Note: 
Some codes need to be entered by the second 
player as well, and are noted as such. 
0-4-0-Up: Huge Head 

Down: Tournament Mode (2P) 

Left: No Head 

Left: Super FGs 

Right: Headless Team 
Up: Late Hits 

Right: Big Football 
Right: Big Head 

-Lef: No Stadium 

Up: No Punting 

Up: Invisible 

Left: Clear Weather 
Down: Lights Out 
-Down: Weather Snow 
Left: Fast Turbo Running 
Dow: Show FG@2 

Down: No CPU Assistance 
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0-Down: Fog on 
1-Down: Thick Fog 
4-Down: Smart CPU 
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Random Fumbles 
2-0-3-Right 
Heads (team) 
2-1-0-Up 
First Downs 
1-4-1-Right: 
Big Players 
3-1-0-Right: 
Mall Players 


L~L-5-Left: No Play Selection (2P) 
0-4-5-Up: Super Blitzing 
2-5-0-Left: Fast Passes 
2-1-1-Left: Allows Out Of Bounds 
5-1-4-Up: Infinite Turbo 
273737Up: Power-up Teammates 
3-1-2-Left: Power-up Blockers 
4-2-1-Up: Power-up Defense 
0-2-1-Right: Show More Field (2P) 
1-0-2-Right: Hide Receiver Name 
4-0-4-Left: Power-up Speed (2P) 
2-2~2-Right: Night Game 
5-5-5-Rignt: Weather: Rain 
5-5-5-Upe Hyper Blitz 
3-4-4-Up: No Interceptions’ 


Hidden Players: When asked to Enter a 
Name for Record Keeping, choose “Yes.” Now 
enter one of the names shown below and the 
pin number to access the following players. You 
will know that you entered them correctly if you 
hear the announcer say, “Lights out, baby!” 


Turmel 0322 Mark Turmell 

Sal 0201 Sal Divita 

Jason 3141 Jason Skiles 

Jenifr 3333 Jennifer Hedrick 

Daniel 0604 Dan Thompson 

Japple 6660 Jeff Johnson 

Root 6000 John Root 

Luis 3333 Luis Mangubat 

Mike 3333 Mike Lynch 

Gentil 1111 Jim Gentile 

Brain 1111 Brain 

Forden 1111 Dan Forden 

Skull 1111 Skull 

Carltn 1111 Headless Guy 

Shinok 8337 Shinnok from 
MK 

Raiden 3691: Raiden from MK 


Other Secret Players: 
Enter these codes the 
same way as the 


ones above. 

Thug 1111 

Van 1234 {| 
Billz 0526 \ 
72 1221 
Jimk 5651 
Marka 1112 

Ed 3246 
Todd 

1122 
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Mitch 4393 John 5158 
Josh 4288 Ryan 029 

Beth 7761 Brian 0818 
Grinch 2220 Paulo 0517 
Lt 7777 Nico 4440 
Gatson L111 Guido 6765 
Rog 8148 Monty 1836 
Shun 0530 Gene 0310 
Paula 0425  Dbn 6969 


Cheat Codes: On the Main Menu, access 
the Enter Cheat Option and enter any of these 
codes: 

Fat Players: MRSHMLLW 

More Injuries: HSPTL 

Skinny Players: TTHPCK 

Turbo Running: SPRTRBMD 
Opponents Score 0: RLSTN 

Start with 12 points: SHTOUT 
Alien Stadium: SCLLYMLDR 
Huge Pylons: PWRPYLNS 
Super-Size Football: BCHBLL 
Unlimited Turbo: TRBMN 

No Fumbles: STCKYBLL 

Play in Slow Motion: FRRSTGMP 
8 Downs: DBBLDWNS 

Cheat Teams: XTRTMS 

Electric Football Mode: XTRVLTG 
Always Fumble: BTTRFNGRS 
He’s On Fire!!!: HSNFR 

Pinball Mode: PNBLL 

Fat Players: MRSHMLLW 

Big Coin in Coin Toss: BGMNY 
Flubber Ball: FLBBR 

Land Mine Mode: PPCRNRTRNS 
Super Kickers: PWRKCKR 

Rugby Mode: RGBY 

Mega Injuries: HSPTL 

Skinny Players: TTHPCK 
Racquetball Mode: RCQTBLL 
Superslippery Mode: SLPNSLD 


Unlimited Ammo in Multiplayer: 
Enter the code S3T1 NFIN 1T3S HOTS. 
Low Gravity in Multiplayer: 
Enter the password S3TL OWGR VLTY ???? to 
reduce the gravity in multiplayer games. 
Final Mission Password: To access 
the Password Screen, choose LOAD GAME 
then press B when the list of 
saved games appears. Now 
enter the password as 
shown: F60? VQCH ?BHF 
DQQL 


Timed Mission: First, 
make sure you have no 
controller pak in the 
control pad. On the 
Title Screen where 
you see Start and 
Options, highlight 
Start and enter it. On 
the Mode Screen, 
choose a Single 
game. On the Start 
Game Screen, 
choose Load. When 
it asks you for a 
controller pak, 
choose the “Do Not 
Use” option. This will 
bring you to the 
Password Screen. 
Now enter “FBBC 
VBBB FBBC VBF7” as 
your password. You will 
automatically be brought 
to a timed game and it 
will be called Mission 0. 
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Authentic FOX Sports Net 
graphics-including FOX TRAX™ 


\) 


Addictive gameplay that’s 
fast and fun 


Also on 
Windows” 
95/98 CD-ROM 


PC 


CD-ROM 


Windows® 95/98 
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PUZZLE 
HEADS! 


Magical Tetris 
Challenge 

Line Clear Graph: 
Here’s a hidden feature that’s not men- 
tioned in the manual for Magical Tetris 
Challenge’s Endless Tetris Mode. Begin a 
game in Endless Mode and press A+B 
simultaneously while playing. 


Wetrix 

Change Floor Sets: 
lf you complete all 16 practice rounds, 
the background color of the Main Screen 
will change to red. Go to the Options 
Screen and you'll see a new option 
called “Floor” This will let you choose 
from many different floor sets such as 
the Mona Lisa and the American Flag. 


Tetrisphere 
Various Codes 


Go to the New Name Screen and 
press L, Right-C, Down-C to bring 
up the secret characters for use on 
the Password Screen. Use the A but- 
ton to select the letters. Now enter 
the following cheat codes for various 
results: 
A Hidden Lines Game: LINES 
View the Credits: CREDITS 
Secret Music: G(alienhead)MEBOY 
Level Select (from secret charac- 
ters): Saturn, Spaceship, Rocket, 
Heart, Skull 
Vortex Code 
This code will give you access to a hid- 
den animation sequence normally not 
found in the game. From the game’s 
Main Menu, access the “New Name” 
option. Now enter the word, VORTEX. 
You will hear a sound te confirm the 
code entry. Once this is done, press 
and hold the Reset button on the 
machine. Your will see a movie of the 
robots getting sucked into a vortex. 
Keep holding the Reset button and the 
animation will keep looping until you 
let go of it. 


Cheat Menu and More: Cheat Menu: 
At the Setup Screen, hold L+R+2Z. While hold- 
ing these, press all four C-Buttons. A “Cheat” 
Menu will appear. 

All Cheats: At the Setup Screen, hold C- 
Up+C-Down+C-Left+C-Right+ L+R+Z. The 
Cheat Menu will appear. Then go into the Cheat 
Menu, highlight any Cheat Option and press 
L+R+Z+C-Up+C-Down-+ C-Left+ C-Right 
repeatedly until each cheat becomes selectable. 


Cars and Cups: On the Option Settings 
Screen, move down to the “Password” Option 
and enter one of these codes for the results 
shown: 

Crystal Cup - LGSSSX 

Diamond Cup - CRKKYY 

Zenith Cup - DZPKKK 

Master Mode - PXPRTS 
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Scorpion Car - SDSSRT 

Cobra Car - TRTTLL 

Cheetah Car - NRNNRR 

Panther Car - YMSTTR 

All Cars and Tracks - WLLVDD 

Open All Secrets 

At the Player Select Screen, press Left, Up, 
Right, Down, Z, R, Down, Left, Up, 
Right. Every cheat will now be opened. 


Hidden Stage and Cool Colors: On 
the Title Screen, press Z, B, C-Up, Down (D- 
pad), Left (Analog Stick), Right (Analog Stick), 
Up (D-pad), R, Z, A. You will hear an evil laugh if 
it is done correctly. Once you do this, you will 
open up the ability to use all the boards and 
levels in the game. Plus, you will be able to use 
all the hidden characters in Battle Mode! 


Debug Trick: To do the trick you need to go 
to an empty game file and push the “A” button. 
This will bring you to the screen where you 
would normally enter your initials. When in this 
screen hold down the “Z” button, while holding 
it down use the “L” shoulder button and type in 
“RRTANGENT.” Now scroll over to the “end” 
option while still holding “Z” and hit the “L” 
shoulder button once more. At this point noth- 
ing will happen. Now, while still holding ‘Z,” 
push the “B” button to exit the screen and then 
push “A” to bring you back into the Initials 
Screen. Now, while holding “Z” and using ‘‘L” 
shoulder button, type in “ABACUS.” Scroll over 
to the “end” option and while holding ‘‘Z,” push 
cep» 

It should say “OK.” Now begin any saved game 
and start a race. 

While in the race, pause the game. While on the 
Pause Menu push “Left, Down, Right, Up.” 

The GAME CHEATS option should appear. From 
this screen you should be able to toggle invinci- 
bility, AI speed, Intelligence, Mirror Mode and 
Edit Vehicle Stats! 

Insult The Favorite: To see a sequence 
where your racer and the favorite trash talk 
each other, press and hold the Z button before 
Starting a race. 

Enable Auto Pilot: Enable the “Debug Trick” 
code. Then while playing a game, press R + Z 
to activate auto pilot, where you only have to 
control the speed of your pod racer. 

Press R + Z to disable auto pilot and retain 
full control of your pod racer. 


Mission Select: First begin a one-player 
game. Play until you get the option to save the 
game on the controller pack. Save the game, 
then reset. Select “Load Game” from the Main 
Menu, then choose the game that was saved. A 
prompt to insert a Rumble Pak will appear. Hold 
L + B for approximately one second, then 
press A. A Mission Selection Screen will appear 
that allows any mission to be played under the 
current difficulty setting. Note: The difficulty 
setting may be changed by entering the option 
screen from the Main Menu. 


Borrow a Life: When playing a team multi- 
player match, if you are defeated, but your 
teammate still has one or more lives in stock, 
you can use one of his lives to get back in the 
action by pressing A+B+2Z+ Start. Be sure 
to ask for permission from your friend. 
Change Outfits: You can change your 
character’s outfits by tapping the four C buttons 
at the Character Select Screen. Some costume 
changes are limited to colors, but characters 
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like Pikachu are also available with a hat. 


BASEBALL CODES 

Three Balls: When you are pitching or up to 
bat, hold L+R+Z and press Up, Down on the 
D-pad or Analog Stick. You will hear a click. One 
more ball and you walk! 

Three Outs: Hold L+R+Z and press Down, 
Up on the pad or Analog Stick. 

This is a quick way to end the innings! 


Hidden Stage and Cool Colors: 
Enter any of these codes at the Enter Cheat 
Option on the Main Menu Screen, or when 
paused, access the Enter Cheat Option and 
enter a code. Access the Cheats Option to turn 
on the cheats of your choice. To get Big Head 
Mode enter: UBERNOODLE 

To get Stick Mode enter: HOLASTICKBOY 
To get Big Hands and Feet Mode enter: 
STOMPEM 

To get Tiny Mode enter: PIPSQUEAK 

To get Pen and Ink Mode enter: IGOTABFA 
To get Gouraud Mode enter: 
WHATSATEXTUREMAP 

To access Juan’s cheat enter: 
HEEERESJUAN 

To access Zach’s cheat enter: AAHGOO 

To access the Blackout cheat enter: 
LIGHTSOUT 

To make your characters wear frooty stripes 
enter: FROOTSTRIPE 

Unlock All Cheats 

To unlock every cheat in the game, go to the 
Main Menu and access the “Enter Cheat” 
option. Now enter the following code: 
BEWAREOBLIVIONISATHAND. 

This will unlock all the cheats! To activate any of 
them, go to the “CHEATS” section from the 
Main Menu to turn them on or off. 

Co-op Single Player Levels: (Note: 
Must have “unlock all cheats” opened for the 
desired level.) 

Begin a game in Multi (works best with two), 
go to the Cheats Menu after players have 
chosen characters. Warp to desired level. 
You can now play cooperatively on any 

Boss or level. Be careful about warp points; 
enter at the same time or it will screw 

up the game by loading two maps at once! 


Multiple Cheats: From the Title Screen, 
access the Options Menu. In the Options, go to 
the Passcode Option and enter any of the fol- 
lowing codes for the results as shown: 

For reduced gravity enter: 

A_ MOON_GETAWAY 

For no enemies present enter: 
POPULATION OUT 

For no damage enter: 

LIVING_FOREVER 

For all ending movies to play in sequence enter: 
LONG_SLIDESHOW 

Players can choose the same car, and to one 
belonging to enemy in 2P Quest: 
MIX_MATCH_CARS 

Unlocks all cars except flying saucer: 
GANGS UNLOCKED 

Unlocks the flying saucer: 
GIMME_DA_ALIEN 

Unlocks hidden levels: LEVEL_ SHORTCUT 
For enhanced missile enter: 
MISSILE_ATTACK 

For hardest difficulty level enter: 

| AM_TOUGH_GUY 

For slow motion mode enter: 


GO_REALLY_ SLOW 
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STAR WARS 
EP. 1-RACER 


All Tracks and Racers: 


To get all pods and tracks,:you 
must first have the “Debug Trick” 
code activated (found on p. 29). 
After that code has been activat- 
ed, go to the main screen and 
press and hold L+R then press 
Right-C. 

It should say, in blue and white 
flashing letters, ALL PODS AND 
ALE TRACKS UNLOCKED. The file 


with all pods and tracks will be 
at the bottom and will-be named 
DBG. Go into that file and all 

the pods and tracks are available 
for use. 


For ultra high-res display mode enter: 
MAX_RESOLUTION 

For no weapon delay while firing enter: 
FIRE_NO LIMITS 

To unlock everything enter: 
JTBT7CFDLLRMGW 


Many Codes: All of these codes are to be 
entered at the Title Screen: 

All Wrestlers: Right-C (4X), Left-C (4X), R 
(4X), L (4X), Z 

Extra Rings: Left-C, L, Right-C, R, Left-C, L, 
Right-C, R, Z 

Balloon Heads: (Damage to wrestlers makes 
their heads swell) Press Left-C (7x), 

LZ. 

Big Heads: On the Title Screen with the Main 
Menu, press Right-C seven times, R, Z for big 
heads. 

Big Heads, Hands and Feet: On the Title 
Screen with the Main Menu, press R seven 
times, Right-C button, then press Z. 

Dance Move: First you must unlock the 
extra rings to do this trick. (On the Title Screen, 
press Left-C button, L Button, Right-C button, R 
button and Z button.) Choose the Disco Ring 
from the Options Screen. If you hit B when 
competing in the Disco Ring, the fighters will do 
a little dance. 


Access all G2 Circuit Cars: In 
Championship Mode, after entering your name 
and hearing from the racing teams, you come 
to the GT2 Circuit Menu. It says Teams/Even 
Select, Save Game and Main Menu on the left. 
Using the SECOND controller, press Z, Right, Z, 
Z, Z, B,C-Down, A, Right, Start. There will be no 
notification and the screen will advance when 
you hit A, but all of the GT2 cars will be avail- 
able. Note: No experience points will be gained 
and the same number of Gold Cups will still be 
needed to unlock events. 
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It's the game that will turn you into a proud owner of the Sega Dreamcast:" Soul Calibur 
pits weapon-wielding warriors from around the globe in the definitive fighting game 
experience. One that Next Generation calls “the new benchmark by which all other games 
will be judged.” Soul Calibur from Namco. Sweet Dreamcasts are made of this. 


PLAYSTATION CODES 


GAMESHARK 
CODES 


Battle Arena Toshinden 3 
Extra Characters 801b27b00001 
801b27aa0001 
80120de00008 
80120de23201 
80120de80002 
80120deal420 
80120de00008 
80120de23201 
80120de80002 
80120dea1020 


Centipede 
Enable A Bridge Over Molten Magma Level 
80056c800001 
Enable A Glacier Runs Through It Level 
80056b180001 
Enable A Hero’s Reckoning Level 
80056dac0001 
Enable Ant May Level 80056a640001 
Enable Born of Fire Level 80056d700001 
Enable But It’s a Dry Heat Level 
80056d340001 
Enable Celtic Frost Level  80056b900001 
Enable City Wall Level 80056a280001 
Enable Curiosity Caught the Wee Level 
80056f8c0001 


Infinite Health Pl Only 


Infinite Health P2 Only 


Enable Four Score Level 
800569ec0001 
Enable Furnace of Fools Level 
80056cf80001 
Enable Have Last Level Completed 
8005707c0001 
Enable Her Dead Power, Queen Pede Level 
800570400001 
Enable Huckleberry Friend Level 
80056c080001 
Enable Iceburg Let Us Level 
80056b540001 
Enable Jump in the Fire Level 
80056c440001 
Enable Motel of Lost Champions Level 
80056bcc0001 
Enable Schmokenden Level 
80056cbc0001 
Enable The Crack of Doom Level 
800569b00001 
Enable Things Crawl in the Darkness Level 
80056fc80001 
Enable This Mad Machinery Level 
80056500001 
Enable Trapped Under Ice Level 
80056aa00001 
Enable Your Back’s Against No Wall Level 
800570040001 


Chocobo Racing 
Enable All Characters + Tracks 
8016929 cffff 
Enable All Characters +- Tracks 
300af04f0008 
Enable All Movies 801e9298ffff 
Enable All Music 8009294 ffff 
Enable All Music 800e9296f fff 
Have All Crowns + Classes 801e9290ffff 
Have All Crowns + Classes 801e9292ffff 
Max Stats in Edit Mode (Press Select) 
d007b1200100 
Max Stats in Edit Mode (Press Select) 
8008d75a6363 
Max Stats in Edit Mode (Press Select) 
d007b1200100 
Max Stats in Edit Mode (Press Select) 
8008d75c6363 
Max Stats in Edit Mode (Press Select) 
00761200100 
Max Stats in Edit Mode (Press Select) 
3008d75e0063 
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Xtreme 

Hidden Characters & 
Tracks: At the Main Menu, high- 
light “Memory Card” and press Left 
or Right, then choose the “Codes” selection. 
Then, enter any of the codes as shown for vari- 
ous results: 

Enter “VOUYEUR” at the Codes Screen to 
unlock all the Exhibition tracks. 

Enter “TRIXXY” at the Codes Screen to unlock 
all the Freestyle tracks. 

Enter “ASTROMEN” at the Codes Screen to 
unlock all the alien characters. 

Enter “LUGNUT” at the Codes Screen to unlock 
Lugnut. Lug Nut is a Frankenstein skateboarder 
with 9596 in all attributes. 

Enter “BINK” at the Codes Screen to unlock 
Bink the alien skateboarder. 

Enter “REDCAR” at the Codes Screen to unlock 
Red the car. 

Enter “DOMINIQUE” at the Codes Screen to 
unlock Dominique. Dominique is a monster with 
9596 in all attributes. 

Enter “NYUB” at the Codes Screen to unlock 
Nyub the alien rollerblader. 

Enter “WHITECAR” at the Codes Screen to 
unlock White the car. 

Enter “TP” at the Codes Screen to unlock TP 
TP is a mummy with 95% in all attributes, with 
a bike called Pharaoh. 

Enter ““GEEP” at the Codes Screen to unlock 
Geep the alien biker. 

Enter “BLUECAR” at the Codes Screen to 
unlock Blue the car. 


Akuji: The Heartless 

Debug Mode: Press Start to pause the 
game then hold L2 or R2 and press Left, Up, 
Up, Triangle, Right, Square, Left, 
Triangle, Up, Down, Right, Right. Then 
press X for the Debug Menu to appear. You 
can choose many options, including your 
Starting level! 

Invincibility: Press Start to pause the 
game, then hold L2 or R2 and press Right, 
Right, Left, Triangle, X, Up, Circle, Left. 
Akuji will be invulnerable to all hits. 


Armored Core: 

Project Phantasma 

Views, Names and Emblems: Fixed 
Camera: Press and hold the Circle+X but- 
tons simultaneously. While doing this, press 
Start. Press Start again to unpause the game 
and the camera will be in the “fixed” position. 
To return to the regular camera view, just 
pause and unpause the game one more time. 
Cockpit View: Press and hold the 
Triangle + Square buttons down simulta- 
neously. While doing this press Start. Press 
Start again to unpause the game and the cam- 
era will be in the cockpit point of view. To 
return to the regular camera view, simply 
pause and unpause the game one more time. 
Change Pilot’s Name: With ‘A.C. Name Entry” 
highlighted, press and hold the Select but- 
ton. Then press the X button. You will now 
be able to change your originally registered 
pilot’s name. 

Emblem as Raven’s Nest Wallpaper: 
While in “Edit Emblem,” press and hold the L1 
and R1 buttons and then press Select. The 
selected emblem will be tiled over the back- 
ground. 


Army Men 3-D 
Invincibility and All Weapons: After 


you have started the mission, press the Start 
button to bring up the Pause Screen. These 
codes must be put in within about two seconds 
to work: 

Make Sarge Invincible: Square, Circle, L1, 
L1+L2 (Simultaneously). 

All the Weapons: Square, Circle, R1, L1, 
R1+R2 (Simultaneously). 


Ape Escape 

Save Your Life: After you fall off a cliff, 
press the Start button and then press Square 
to exit. Now you will go to the Time Station 
and begin at the level you left off with the 
Same amount of lives you had before you fell 
off the cliff. Make sure you press the Start 
button before you fall too far! 


Big Air 

All Courses: On the Main Menu Screen, 
quickly press Right, Left, Right, Left, Circle, 
Square, Circle, Square. Then select any 
Freeride Mode to get the new 

courses. 

Race against Mike Beallo: From the 
Main Menu, quickly press Square(6x), 
Circle(2x). Then, finish the first track in World 
Tour Mode in first place to race against him in 
the next race. 

Race against Shawn Palmer: From 
the Main Menu, quickly press Square(8x). 
Then, finish the first track in World Tour Mode 
in first place to race against him in the next 
race. 

Race against lan Spiro: From the 
Main Menu, quickly press Square(6x), Circle, 
Square. Then, finish the first track in World 
Tour Mode in first place to race against him in 
the next race. 

Race against Nicola Thost: From the 
Main Menu, quickly press Square (7x), Circle. 
Then, finish the first track in World Tour Mode 
in first place to race against him in the next 
race. 

Race against Ross Powers: From 
the Main Menu, quickly press Square(5x), 
Circle, Square(2x). Then, finish the first track 
in World Tour Mode in first place to race 
against him in the next race. 

Race against Fabien Rohrer: From 
the Main Menu, quickly press Square(5x), 
Circle, Square, Circle. Then, finish the first 


JADE COCOON: 
STORY OF TAMAMAYU 


Free Mugworts: 


Start a new game and go 
through the entire introduction 
sequence until you get to Koris in 
Beetle Forest. He will be waiting 
to train you: Talk to him, then go 
to attack and defend. 

@ He will give you a free 
Mugwort to start with. Then you 
must disobey his commands 
while in training. He will make 
you start over, but you will still 
have the Mugwort. Repeat this 
process and he will keep giving 
you Mugworts. 

® This way you can build up 
your Mugworts without effort! 


track in World Tour Mode in first place to race 
against him in the next race. 

TD5 board: From the Main Menu, quickly 
press Right, Left, Right, Left, Square(2x), 
Circle, Square. Then at the Board Selection 
Screen, choose the Pitbull dog. 

Accolade Board: From the Main Menu, 
quickly press Right, Left, Right, Left, Square, 
Circle(2x), Square. Then at the Board Selection 
Screen, choose the Pitbull dog. 

Steve’s Board: From the Main Menu, 
quickly press Right, Left, Right, Left, 
Square(2x), Circle(2x). Then at the Board 
Selection Screen, choose the Pitbull dog. 
Daniel’s Board: From the Main Menu, 
quickly press Right, Left, Right, Left, Circle, 
Square(2x), Circle. Then at the Board Selection 
Screen, choose the Pitbull dog. 

Jimmy’s Board: From the Main Menu, 
quickly press Right, Left, Right, Left, Square, 
Circle(3x). At the Board Select Screen, choose 
the Pitbull dog. 

John’s Board: From the Main Menu, 
quickly press Right, Left, Right, Left, Circle, 
Square(3x). Then at the Board Selection 
Screen, choose the Pitbull dog. 

Big Air Board: From the Main Menu, 
quickly press Right, Left, Right, Left, 
Square(3x), Circle. Then at the Board Selection 
Screen, choose the Pitbull dog. 

Fire Board: From the Main Menu, quickly 
press Right, Left, Right, Left, Square, Circle, 
Square(2x). Then at the Board Selection 
Screen, choose the Pitbull dog. 

Angel Board: From the Main Menu, 
quickly press Right, Left, Right, Left, Square, 
Circle, Square, Circle. Then at the Board 
Selection Screen, choose the Pitbull dog. 


Bugs Bunny: Lost in Time 
Access All Stages: At the “Era 
Selector” Screen, move to a level that has 

a question mark and takes a certain number 
of clocks to open. Now hold L2 + Rl and 
press X, Square, R2, L1, Circle, X, Square, 
Square, Square. All the stages will now be 
opened up! 


Chocobo Racing 

Secret Characters: This is the method 
to receive secret characters. First, you must 
clear the Story Mode one time and then you 
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can edit your own character from the default 
character. Each time the Story Mode is 
cleared, you can edit additional characters. 


Once you clear as Story Mode a second time, 


a screen will appear that says “A New 
Challenger Arrives.” 


manage to defeat him, you’ll get to use him 
and the special FF Track in the Grand Prix 
Mode of the game. More characters will avail 
themselves each time the Story Mode is com- 
pleted. If you want to choose an additional 
character in the Select Racer Screen, you 
must move the cursor to Squall. Now hold the 
buttons as shown below while pressing X to 
choose the racer: 
1 time = Bahamu 
2 times = Squal 
3 times = Cid Tank (tank from Chocobo’s 
Dungeon 2) t ee L1 | 


je) 


a 


4 times = Mumba (from FF VIII) [hold L2 ] 
5 times = te (on his Hardy Daytona) 
[hold R1 | 

6 times = Cactuar (from the FF series) 

[ hold R2 | 


7 times = Aya (police car from Parasite 
Eve) [ hold L1+L2 | 


— 


8 times = Original Chocobo (from FFIV & V) 


[ hold R1+R2 ] 

9 times = Airship (fr 
L1+R1 | 
10 times = Jack (just a guy?) [ hold 
L2+Rz | 


om FF IV & V) [hold 


Civilization 2 
Money Code: After you create your first 
city, go to the “City” Option and access It. 

In the City Screen, choose “Rename” and 
enter the name of your city as shown: 
_CasH When you enter the upper case 

H, be sure to hold the R1 button at 
the same time. 

Instead of 50, you will start out 
with almost 30,000 gold! Repeat 
this code once your money gets 
low again. 


C ool Bo: arae rs 3 
Cheat Names: Enter each 
cheat below as a name in 
Tournament Mode to get the various results. 
WONITALL: Access to every course 
OPEN _EM: Access every boarder and board 
BIGHEADS: Get huge heads 


Now Squall will challenge 
you to race on his own special FF Track. If you 


Max-Out Your Crystals: On Title 
Screen, hold down L1 and then press Square, 
Square, Circle, Down, Left, Right, Left, Right. 
Once you activate the code, begin your game 
and hold R2 and press Square to add 100 
crystals. You can add as many as you like 
(press the same button sequence) for a maxi- 
mum of 9999! 


Pasaler oun 
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ikem: Time to Kill 
ae and Cheat Codes: 

To change Duke and the enemy’s appearance, 
pause the game and enter one of these codes: 
Big Head Duke: R1, R1, R1, R1, R1, R1 R1, 
Rl, Rl, Up 

Tiny Head Duke: R1, R1, R1, R1, R1, R1, R1, 
R1, Rl, Down 

Big Head Enemies: R1, R1, R1, R1, R1, 

Rl, Rl, Rl, Rl, Left 

Note: If you have Big Head Duke and want it 
to be Tiny Head, then just enter be Big Head 
code again. Duke’s head will shrink back to 
normal and you can put in the Tiny Head code. 
Otherwise, It will not work. Do the same for 
Tiny to Big. Pause the game and enter these 
codes at a slow but even pace. If you enter 
them too fast, they might not work. 

Infinite Ammo: L, R, L, R, Select, L, R, L, R, 
Select 

All Weapons: 
Right, R2, Left 
All Inventory: Rl x5, L2 x5 

All Keys: Up, Right, Up, Left, Down, Up, 


L1, L2, Up, L1, L2, Down, R1, 


Right, Left, Right, Down 
Invisible: L1, Rl, L1, R1, L1, R1, L1, R1, 

Uh. .R1 

Double Damage: L2, R2, L2, R2, L2, R2, L2, 
Rez, L2, K2Z 

Temporary Invulnerability: R1, L2, L1, L2, 
PL th, Bt, ble 

Super Weapons: Right, Right, Left, Right, 
Right, Left, Right, Right, Left, Select 

Level Select: While playing, pause the 
game and press Down nine times and then 
press Up. It should say Level Select. Now 

quit the game, and on the Main Menu, you 

will see a new option that says ‘Time To Kill.” 
Select it and press Right or Left to choose 

the level you want to go to. Press X to start 
playing. 


limit nator 
eaifone Cheats: Enter these cheats from 
within the ID Selection Screen in the menu. 
Secret Level: Cheat word “WAKYLEVL” 
When the secret level is activated all other 
cheats should be canceled. The player must 
shoot the Bonus Pod and reach the end of the 
level to progress to the next level. If you 
haven’t killed the pod when he gets to the end 
of the level, the game will be over. The player 
must reach the end of the Secret Bonus Level 
to reach the Secret Boss Level. 
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~ 006880001 
0076840000 


2 ~ 0076ABC0009 
~ Max Swap Meet Pete Card 80076AC4270F 
_ Always Have Key 80076B540001 
L bi dee Have Magic Ee Zoomers 
7 800768780002 

— 80076AC00009 


~ 0059d6c0063 
—-- 800a51ca0ff 
: 300594600005 


8C daatitt 
8001c00cc000 
8001.c00e0c07 
 gofood00009 
~ $01f00023c01 — 
801f00046db4 
0100068421 
- goifo0da2400 
-801f000c0004 an 
~ 801f000€3021 
» 801100100002 


LTo Levitate 2 


Continued on Page 44 


At 9:00 pm, an armed male 
attacked Doris on a New York City 


subway. She has never been the 
Same since. . . 


gee 


__ PLAYSTATION CODES 


GAMESHARK 


CODES 


Press L To Levitate (cont) 


Scare Meter Maxed 
Backward Mode 

Bomb Never Blows Up 
Drive Thru Walls 

Enable Antipodean Cheat 
Enable Credits 

Enable Immunity Cheat 
Enable Invincibility Cheat 
Enable Minis Cheat 
Enable Rear Wheel Cheat 
Enable Stilts Cheat 


Have All Flags 


801f00121020 
801f00162400 
801f0018007f 
801f001a2442 
801f001c0008 
801f001e03e0 
80100222400 
800c6ea006a4 
8009d5b00001 
800974280000 
8004b9de1000 
80086564fffe 
80086566ffff 
800863dcfffe 
800863deffff 
8008644 cfffe 
8008644effff 
8008641 4fffe 
8008641 6ffff 
800864bcfffe 
800864beffff 
80086484 fffe 
8008648 6ffff 
800864 f4fffe 
800864 f6ffff 
800c6c940064 


Echo Night 


Always In Best Condition 
Freeze Timer 


801a6b500005 
SO009f9c4ffff 


Infinite Curing Potion On Pickup 


Pedometer Reads 1 


801bebe20005 
801a6b4c0001 


Jade Cocoon 


99 Empties 

All Enemies Have 1 HP 
All Enemies Have 1 HP 
All Enemies Have 1 HP 
Infinite HP Levant 
Infinite HP Minion 1 
Infinite HP Minion 2 
Infinite HP Minion 3 
Infinite Money 

Infinite MP Minion 1 
Infinite MP Minion 2 
Infinite MP Minion 3 
Level 99 Minion 1 
Level 99 Minion 2 
Level 99 Minion 3 

Max Attack Levant 
Max Defense Levant 
Max HP Levant 

Max HP Minion 1 

Max HP Minion 2 

Max HP Minion 3 

Max Magic A Levant - 
Max Magic D Levant 
Max MP Minion 1 

Max MP Minion 2 

Max MP Minion 3 

Max Speed Levant 


8008b8180063 
800b13140001 
800b139c0001 
800b14240001 
8008bd4003e7 
8008bf8403e7 
8008c07c03e7 
8008c17403e7 
8008b594ffff 
8008bf8803e7 
8008c08003e7 
8008c17803e7 
8008bfc00063 
8008c0b80063 
8008c1b00063 
3008bd640063 
3008bd650063 
8008bd4203e7 
8008bf8603e7 
8008c07e03e7 
8008c17603e7 
3008bd660063 
3008bd670063 
8008bf8a03e7 
8008c08203e7 
8008c17a03e7 
3008bd680063 


NCAA Football 2000 


Away Team Score 0 


Away Team Score 99 


Home Team Score 0 


Home Team Score 99 


Pl - First Down Press L1 


d000e24c0001 
80087bc20000 
d000e24c0001 
80087bc20063 
d000e24c0001 
8008594e0000 
d000e24c0001 
8008594e0063 
d008367e0400 
80081100001 


Pl - Fourth Down Press L2. d008367e0100 


P2 - First Down Press L1 


800811c00004 
d00836820400 
80081100001 


P2 - Fourth Down Press L2 d00836820100 


XG 


800811c00004 


Invulnerability: Cheat word 
“CLEVALAD” When Invulnerability is 

flagged the player will not take any damage. 
(Do not have the shield effect on when using 
this cheat.) 

Max Primary Weapons: Cheat word 
“GUNCRAZY” When the Maximum Primary 
Weapons cheat is activated, all primary 
weapons will be at full strength. 

Max Secondary Weapons: Cheat 
word “MAXMEOUT” When the Maximum 
Secondary Weapons cheat is activated, all sec- 
ondary weapons have an ammo limit of 99. 
Cadillac Car: Cheat word “NEWWEELS” 
When the cheat car is flagged, an extra car 

is added to the in-game “Ship Select” Screen. 
The player can now choose Caddi, which 

will be set up with the best setting a ship 

can have. 

Max Out Time: Cheat word “WAITABIT” 
On collection of each time pickup, you will be 
given 10 minutes, regardless of what time the 
pickups actually show. 


Fisherman’s Bait 

Total Count List: On the Title Screen, 
press Up, Up, Down, Down, L1, R1, L1, R1, x, 
Circle. Then press the Start button. Go to 
Options. On the Options Screen, press Select. 
If you have done the code correctly, you will 
see a “Total Count Screen.” 

This will display the total number of games 
played, number of line breaks, lost fish, and the 
totals for all types of fish caught. 


Gex 3: Deep Cover Gecko 
Debug Menu: Press Start to pause the 
game in the middle of play. Hold R2 and press 
Up, Circle, Right, Up, Left, Right, Down. A con- 
firming sound should be heard if done correct- 
ly. While playing, press Select to see the Debug 
Menu. Within this menu is the option to choose 
your starting level and more! 

Invincibility: To make GEX invincible, press 
Start to pause the game and hold L2. With L2 
held, press Down, Up, Left, Left, Triangle, Right, 
Down. Now you won’t lose any paws when you 
are hit! 

Blabbermouth GEX: To hear all of GEX’s 
phrases, press Start to pause the game and 
hold L2. With L2 held, press Down, Right, Left, 
Circle, Up, Right. Press the Select button to 
hear GEX’s comments whenever you want. 


Grand Theft Auto: 
Director’s Cut 

Ultimate Cheat: To get the coolest cheat 
for the game, go to the Player Selection 
Screen and choose to rename your character 
with the Square button. Delete the current 
name and put in HAROLDHAND. Once you do, 
your picture will be changed into a parrot. 
Now you will get all levels, weapons, ammo, 
9,999,990 points, no cops, armor, coordinates 
and 99 lives! 


Hello Kitty’s Cube Frenzy 
Bonus Options: When “Push Start” 
appears at the Title Screen, press Up, Up, 
Down, Down, Left, Right, Left, Right, Down, 
Up. If you entered the code correctly, you will 
hear a sound. Then, press Start to access new 
options including hidden modes and viewing 
the ending FMV sequences. 


Invasion from Beyond 
Level Select: At the Press Start Screen, 
enter L1, Rl, L2, R2, Triangle, X, Circle, 
Square(2), Circle, X, Triangle. Go to the Main 
Menu Screen to select any level in the game. 


All Ships, Weapons and Upgrades: 


At the Press Start Screen, enter L1, R1, L2, R2, 
Up, Down, Right, Left(2), Right, Down, Up for all 
ships, weapons and upgrades. 


irritating Stick 

Extra Lives: At the Mode Select Screen, 
highlight “LP Play” and press Right on the D- 
pad four times. Highlight “Tournament” and 
press Right on the D-pad one time. Highlight 
“Course Edit” and press Left on the D-pad 
twice. Highlight “Option” and press Left on the 
D-pad six times. Now highlight “1P Play” and 
press X. You will hear the crowd cheer to con- 
firm the code. Now you will begin the game 
with seven lives instead of three! 


Lunar: Silver Star Story 
Complete 

Lords of Lunar Mini-Game: 

Insert the “Making Of Lunar” disc. Then 
when the video sequence of the making of 
game begins, press Up, Down, Left, Right, 
Triangle, Start. You will then be taken to a new 
Title Screen called, Lords Of Lunar! You and 
one other player can battle against six com- 
puter players. You can choose your character 
for the castle you defend, set up your options 
and more! 


MLB 2000 

Heavy Hitter: Go to Create Player Mode 
and make the player’s name Scott Murray. 
This player will hit a 606-foot home run every 
time. 


Monster Seed 

All Monsters & See Ending 
All Monsters: To get all monsters, go to 
the Menu Screen at the Soulin Monster Ranch 
and highlight “Buying A Monster.” Enter R2, R1, 
L2, L1, Rl, R2, L1, L2, L2. You'll hear a confirm- 
ing sound to let you know it worked. 

You can select from different monsters and 
even rulers, rogues and huntsmen. 

See Ending 

To see the ending without beating the game, 
at the Title/Main Menu screen enter L2, 
R1, L1, R2, L2, Rl, L1, R2, R2. You will 
hear a sound to confirm that it 
worked. A new menu option called 
“Ending” will appear underneath the 
others. Accessing it will get you to 
the ending of the game. 


Mortal Kombat 4 
Hidden Cheat Menu: 

From the Main Menu, choose Arcade 
and l-on-1 Kombat. Begin a game 
with two players. Have both player 
one and two choose any character. 
At the Versus Screen, enter this 
Kombat Kode: 302-213. After you 
begin your match, press Start to 
pause and choose “Quit.” Back at 
the Main Menu, go into the Options 
Screen. Now highlight the ‘Vs. 
Screen Enabled” option and hold 
Block+Run simultaneously for 
about 10 seconds or more. 
Eventually, you will hear a voice 
and the “Cheats” Menu will 
appear! You will now be able to 
turn on and off different sets of 
fatalities, level fatalities and 
endings in the 
game! To ul 
automatic 
fatality, just 
get to the 
point 


Se 


FISHERMAN'S BAIT to NHL 99 


where it says, “Finish Him/Her” in the game, 
and then press Down+High Punch at the 
same time. Your character will then do the 
fatality that was turned on in the Cheats Menu. 


Nectaris: Military Madness 
Story Passwords: Here are the New Story 
Codes for the game. Enter the following at the 
Password Screen: 


1. RANDAL 2. HUNDRA 
3. CINBER 4. MARLIN 
5. BAYARD 6. WEBLEY 
7. PARKER 8. MERKEL 
9. ITHACA 10. BAIKAL 
11. SAVAGE 12. VALMET 
13. MAUSER 14. KIMBER 
15. BISLEY 16. MEANEC 
17. LADNAR 18. ARDNUH 
19. REBNIC 20. NILRAM 
21. DRAYAB 22. YELBEW 
23. REKRAP 24. LEKREM 
25. ACAHTI 26. LAKIAB 
27. EGAVAS 28. TEMLAV 
29. RESUAM 30. REBMIK 
31. YELSIB 32. CENAEM 


Need For Speed: High 
Stakes 

Cop Code: Enter the Game Option Screen 
and select the User Name Option. Put in the 
name: NFS_PD. This will allow any unlocked 
cop car to race on any track. 


NHL 99 

Cheat Codes: Enter these codes at the 
Password Screen. 

BIGBIG - All the players are big 

BRAINY - All players have big heads 
EAEAO - Activates the EA Blades Team 
View Arenas 

Enter these passwords to do a “‘fly-by” of the 
following stadiums: 
ANA: Arrowhead Pond 
(Anaheim) 
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Cuz she whipped his ass good. 
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NINJA: SHADOW OF DARKNESS to R-TYPES 


pe PLAYSTATION CODES 


~<a 


BOS: FleetCenter (Boston) Select, Left 

BUF: Marine Midland Arena (Buffalo) Fill Experience: Circle, Square, L1, L2, 
CGY: Canadian Airlines Saddledome (Calgary) R1, Select 

CAR: Greensboro Coliseum (Carolina) Turn Off Monster Energy: Triangle, 
CHI: United Center (Chicago) Square, Circle, Triangle, Circle 

COL: McNichols Sports Arena (Colorado) 50 Lives: Triangle, Up, Circle, Right, Select, 
DAL: Reunion Arena (Dallas) Square 

DET: Joe Louis Arena (Detroit) Raise Level for Each Spell: Down, 
EDM: Edmonton Coliseum (Edmonton) Triangle, Select, L1, Rl, Select 


WR  NCAAS FOOTBALL 200g 


NCAA FOOTBALL gers cee ccom 
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“SET PENALTIES 
CINE BUTTON 


Tons of Cheat Codes: ay / sara 


e: 


From the Main. Menu.enter.the 
Game Options Screen. Scroll 
down to access the Secret Code 


Entry Screen and input any of the 


following codes: 


All exhibition mode stadiums 


~ STADSGALORE 


Maximum recruiting points 


STAFFUP 
Super stats team 
UNSTOPPABLE 


Receivers always catch the ball 


GIMMEDABALL 


Defense always intercepts 


PIXGALORE 


Defense always tackles 


BRICKWALL 
Extra long kicks 
ICBM 


Knock down referee for 1 point 


BADCALL 
Faster daylight effects 
TIMEFLIES 
.Miew.CPU plays 
MINDREADER 


View introduction sequence 


BIGSCREEN 

View entire rankings 

CONTROVERSY 

1946 Notre Dame 

GOLDPAINT 

1947 Army 

INSIDENOUTSIDE 

1957 Notre Dame 

STREAKOVER 

1962 USC 

FIGHTFORTROY 

1962 Wisconsin 

BUCKY 

1965 UCLA 

REVENGE 

1966 Notre Dame 

TAKETHETIE 

1967 USC 

WHITEHORSE 

1967 UCLA 

PRESSBOX 

1968 USC 
“NICERUN 

1969 Arkansas 
-WOOPIGSOOEY 
1969 Texas 

TEXASFIGHT 

1970 Ohio State 

BRUTUS 

1971 Nebraska 

GAMEOFTHECENTURY 

1971 Oklahoma 

SCHOONER 

1973 Alabama 

PLAYTHEPASS 

1974 USC 

RALLY : 

1975 Arizona State 

DEJAVU 

1976 Georgia 

HEDGES 

1978 Alabama 

GOALLINESTAND 

1979 USC 

MVPRUN 

1981 Clemson 


XG 


TOUCHTHEROCK 
1982 Cal 
THEPLAY 

1982 Georgia 
SICEMDAWGS 
1983 Nebraska 
GOFOR2 

1984 Boston College 
MIRACLE 

1985 Alabama 
BLOCKTHATKICK 
1985 Auburn 
SMARTBACK 
1986 Penn State 
LINEBACKERINT 
1986 Miami 
FATIGUES 

1987 Miami 
MONSTERD 

1987 Oklahoma 
SLOWSTART 
1988 Notre Dame 
LEPRECHAUN 
1988 UCLA 
LBBRUINS 

1988 West Virginia 
HURTQB 

1989 Colorado 
MISSEDCHANCES 
1989 Notre Dame 
LIFTOFF 

1991 Miami 
SHUTOUT 

1991 Michigan 
NICEPOSE 

1991 Washington 
WILDDOGS 

1992 Alabama : 
REALMENPLAYZONE 
1992 Miami 
TOOTALENTED 
1993 Florida 
TOMAHAWK 

1994 Miami 
RUNOUTSIDE 
1994 Nebraska 
STEAMROLLER 
1994 Oregon 
GREENGANG 
1994 Penn State 
ALMOSTNO.1 
1996 Florida 
PUTINLARRY 
1996 Florida State 
GETTHEQB 

1997 Washington 
TURNOVER 

1997 Nebraska 
CORNFED 

1997 Michigan 
SPLITVOTE 

1997 Tennessee 
SMOKEY 

All Tiburon Team 
LASERBEAMS 

All EA Sports Team 
INTHEGAME 


FLO: Miami Arena (Florida) 

LOS: Great Western Forum (Los Angeles) 
MON: Molson Center (Montreal) 

NAS or NSH: Nashville Arena (Nashville) 
NYI: Nassau Veterans Memorial Coliseum 
(New York Islanders) 

NYR: Madison Square Garden 

(New York Rangers) 

OTT: Corel Center (Ottawa) 

PHI: CoreState Center (Philadelphia) 
PHO: America West Arena (Phoenix) 
PIT: Civic Arena (Pittsburgh) 

STL: Kiel Center (St. Louis) 

TOR: Maple Leaf Gardens (Toronto) 
VAN: GM Place (Vancouver) 

WAS: MCI Center (Washington) 


Ninja: Shadow of Darkness 
Invincibility and Level Select: 
Invincibility: Pause the game at any time and 
press L2, R2, L2 3 times, R2 3 times, then 
Circle, Triangle, Square, Circle, Triangle 
and Square. Listen for a chime to verify that 
you entered the code correctly. When you 
unpause, you'll now be a skeleton with infinite 
lives, energy, smoke bombs, magic potions and 
full scroll power! To revert back to a ninja, sim- 
ply pause and re-enter the code. However, 
when you do, you’ll get to keep all of the 
maxed-out items you got when you were the 
skeleton! 

Level Select: Remove your memory card then 
turn on the PlayStation. When the screen says: 
Checking Memory Card” quickly press L2, L2, 
L2, R2, R2, R2. The words “DELS LEVEL 
CHEAT ON” will briefly appear. Start a new 
game and you’ll access the Level Select Menu. 


Oddworld: Abe’s Exoddus 
Level Select: At the Main Menu hold R1, 
then press Down, Up, Left, Right, Triangle, 
Square, Circle, Triangle, Square, Circle, Down, 
Up, Left, Right. 

View all FMVs: At the Main Menu hold 
R1, then press Up, Down, Left, Right, Square, 
Circle, Triangle, Circle, Square, Circle, Up, 
Down, Left, Right. 

Invincibility: While playing a game, hold 
R1, then press Circle, Triangle, Square, X, 
Down, Down, Down, Circle, Triangle, 

Square, X. 

Next Section Warp: During the game, 
hold the R1 button and press Circle, 
Circle, X, X, Square, Square. This cheat 
will take you to the next section of the game, 
and you can use the cheat as often as you like 
to get past difficult areas of the game. Be 
warned: Skipping sections of the game will 
decrease the number of saved Mudokons in 
the game! 


O.D.T. 


Press Start to pause the game in the middle 
of play and enter these codes for the results 
shown: 

Fill Health: Left, Right, Left, Right, Square 
Fill Mana: Left, Right, Left, Right, Circle 
Fill Ammo: Left, Right, Up, Down, Circle, 
Square 

Power-Up Weapons: R1, L1, R2, L2, 
Left, Right, Up, Down 

Raise Abilities: Square, Circle, Triangle, 


© 


Roll Away 

Temporary Invincibility: Enter the fol- 
lowing code anytime during gameplay: 

Right, Down, L1, R2, R1, 0, Triangle, Square. 
30 Extra Seconds in Time Trial Mode 
Enter the following code anytime during game- 
play: 0, L1, Triangle, Triangle, 0, X, Triangle, 
Down. This only works once per level. 

Warp to Bonus Stage: Enter the fol- 
lowing code anytime during gameplay: 
Triangle, Up, Triangle, L2, L1, L2, Square, X. 
Clear Screen in Bonus Stage: Enter 
the following code anytime during gameplay: 
Right, 0, Square, Ll, Square, 0, 0, Square. 
Extra 30,000 Points: Enter the follow- 
ing code anytime during gameplay: 

Square, Up, Down, L2, R1, Triangle, X, Triangle. 
Chess Pattern Background: Enter 
the following code anytime during gameplay: 
L1, Circle, Left, Right, L2, Left, R2, R2. 
Enable Motion Blur: Enter the follow- 
ing code anytime during gameplay: Right, 
Circle, L2, Circle, R1, Circle, Square, Circle. 


Rollcage 

Mirror Tracks, All Leagues, Etc.: 
Enter any of the following codes to unlock the 
cheats shown below: 

All leagues, mirror tracks and 
other options: MAXCHEAT 

All easy tracks: EEFNIEBA (make sure 
you’ve chosen easy difficulty) 

All hard tracks: EEFPHMBC (make sure 
you’ve chosen hard difficulty) 

All expert tracks: HEMPCMDD (make 
sure you’ve chosen expert difficulty) 

All expert tracks plus extra car, all 
deathmatch modes, mirror tracks: 
HHMPNEED 

Air horn: AIRHORNS (press Select to use 
the horn during a race) 

Testers’ best lap times: BESTLAPS 
With some of these passwords, the game may 
tell you that a password is invalid, but the 
codes will work anyway. 


R-Type Delta 

All Force Power and Full Power- 
Ups: To maximize your weapons during any 
time of the game, press START to pause and 
then hold the L2 button. Now enter the codes 
below. Before using the power-up codes, make 
sure you have a Force Pod. If you want the 
Force Pod at any time, do the code for All 
Force power followed by any of the power-up 
codes: 

All Force power: Left, Right, Up, Down, 
Right, Left, Up, Down, Triangle. 

Red Power-up: Left, Right, Up, Down, Right, 
Left, Up, Down, Square. 

Blue power-up: Left, Right, Up, Down, 
Right, Left, Up, Down, X. 

Yellow power-up: Left, Right, Up, Down, 
Right, Left, Up, Down, Circle. 


R-Types 

Level Select: Highlight either the “R-Type” 
or “R-Type II” Options at the Title Screen. 
Quickly press L2(10), R2(10). Begin gameplay 
and press Start to access the Stage Select and 
FMV sequences within the Menu Options. 
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the SuperSound gaming seat with 
VIBRA-KICK technology! Don’t 
stand for just “kicking-back” 
with your favorite Met a 
games, videos or 
Music. Kick if upp | 
with sound waves ™ en 
surging through 
your boay. Get intense as 
you ride on the electro-magnetic 
Vibra Kicker flanked by extra-range 
stereo speakers, Feel the reality of sound 
rurned into powerful tactile energy anywhere, 
any time, from any audio source. Take 
advantage of a real technical knockout, 
Inftensor™ fx with VIBRA-KICK. 


Model IGS 500 


Just log on at www.intensor.com fo find 
out more about the Intensor™ fx 

and how you can win a 
$100 gift certificate! 


Available now at your favorite gaming store or quality electronics retailer. 


immer on INTENSOR™ fx and Sensory Entertainment Experience are Imeron trademarks. © 1999 Imeron, Inc. 


Immersive Technologies 


PLAYSTATION CODES 


ON THE 
ROAD AGAIN 


Destruction Derby 2 
Access all Tracks 
Using controller one, go into the Race 
Mode Screen and select either Wrecking 
Racing or Stock Car Racing. Select 
“Championship” at the Race Type Screen. 
You will enter a Name Entry Screen. Here 
enter your name as: MACSrPOO and then 
hit End. You should appear at the Main 
Screen and the Track option will have a red 
cross through it. Go back into Race Mode 
and choose a mode and then a race type. 
Now, if you access the Track Select Option 
you should be able to choose from any of 
the tracks listed. You'll also be able to 
select tracks such as “The Pit” and “Death 
Bowl” if you choose “Destruction Derby” 
as your Race Mode. 


Need For Speed: 
High Stakes 
Cop Code 
Enter the Game Option Screen and 
select the User Name Option. Put in the 
name: NFS_PD. This will allow any 
unlocked cop car to race on any track. 


Driver 


Get Hidden City 
Get a hidden city by finishing the 
game one time. 
Invincibility 
At the Main Menu rapidly press L2, 
i2, R2, Ro, bo, Re, 12, La Re, Rt Lo, 
La, La. This option will now be 
unlocked in the Cheats Screen. 
Steer with Rear Wheels 
At the Main Menu rapidly press R1, 
Ri, Ri, Ro, Lo, Ri, R2, L2, L4, R2, Ri, 
L2, L1. This option will now be 
unlocked in the Cheats Screen. 
Get Rid Of Police 
At the Main Menu rapidly press L1, 
L2, Ri, Ra Ra, Ri, Lo, be, R14, Rs, br, Oh, 
R2. This option will now be unlocked 
in the Cheats Screen. 
Tiny Cars 

At the Main Menu rapidly press R1, 
R2) Ra Re, Ct, Lo, Ra, Re, Lt Ra, La, 
L2, L2. This option will now be 
unlocked in the Cheats Screen. 

Flip Screen Upside Down 
At the Main Menu rapidly press R2, 
Ra, Re, Le, U4, ROL, LY Ree, Le. 
R2, Li. This option will now be 
unlocked in the Cheats Screen. 

Long Suspension 
At the Main Menu rapidly press R2, 
12: Ri; Ro, £2, bi, Re, Rete, te, Lt 
R2, R1. This option will now be 
unlocked in the Cheats Screen. 
Show Credits 

At the Main Menu rapidly press L1, 
L2, R1, R2, L1, Rt, 2; L2, Ri, R2, U1, 
L2, R1. This option will now be 
unlocked in the Cheats Screen. 


Choose your stage and then press X to begin. 
Slow Down Ship: Pause gameplay in R- 
Type or R-Type II. Hold L2 and press Right, Up, 
Right, Up, Down, Left, Down, Left, X. 

Speed Up Ship: Pause gameplay in R- 
Type or R-Type II. Hold L2 and press Right, Up, 
Right, Up, Down, Left, Down, Left, Circle. 


Resident Evil 2: Dual 
Shock 

Play as Chris Redfield and Ada: To 
play as two new characters, beat Scenario B 
with either Leon or Claire (your old RE2 saved 
games work). This will open up the Extreme 
Battle Mode. Then you have to beat Extreme 
Battle on Level 1, which will let you play as 
Ada. After you get her, a Level 2 difficulty will 
become available. Complete Level 2 with any of 
the three available characters (Leon, Claire or 
Ada), and you’ll get to play as Chris Redfield! 


Rogue Trip 

Cheat Codes: To make any of these 
cheats work, you must first enter the “Enable 
Cheats” code while in the middle of a game. 
Then put in one of the other codes as shown: 
Enable Cheats: Press 
L1+R1+R2+Select at same time when 
you first start the level. 

Invulnerable: Press L1+R1 at same 
time, then press Up, Down, Left, Right. 
Hornet’s Nest 

While stingers are selected, press First, you 
must enable the Cheat Mode. Press and hold 
L1+R1+R2+Select in the middle of a game. 
Now enter this code after you have enabled 
the Cheat Mode (don’t pause the game): 
Infinite Weapons: Press and hold 
L1+R1, then press Up, Down, Up, R2 
Unlimited Jump: Press Circle, Square, 
R2, X, Triangle, R2. 

Play as Big Daddy: Press Triangle, Square, 
R2, X, Triangle, R2. Then pick Challenge Mode 
and choose “Nuke York” as your level. Big 
Daddy will appear on the Character Select 
Screen. 

Triangle+L2+L1+R1+Left. 

Hold these buttons until you see the text con- 
firmation that it worked. 

Blow up the Earth: Lay an upgraded lob 
bomb in the back corner within 100 ft of UFO 
wreck. Transport up to moon, then detonate 
the bomb. Debris from the Earth will pummel 
the moon. Eventually you’ll be in weightless- 
ness. It ruins the game, but it’s fun! 


R-Type Delta 

Level Select: Use the bombs more than 
10,000 times. 

9 credits: Gain over three hours of game- 
play. 

Free Play Mode: Gain over six hours of 
gameplay. 

Power Armor: Beat the game in 
“Human” or higher difficulty setting, or by 
playing the game more than 100 times. 


Rushdown 

Unlock all tracks: On the Main Menu 
Screen press Up, Up, Down, Down, Left, Right, 
Left, Right, Triangle, Circle, Triangle, Circle. This 
will unlock all the tracks in the Arcade Mode. 


S.C.A.R.S. 

Cups, Cars and Modes: On theTitle 
Screen, press Start. On the Player Select 
Screen, choose your number of players. 

On the Game Select Screen, highlight and 
choose the Options. On the Options Screen, 
choose Settings. 

Now move down and highlight the “Password” 


RESIDENT EVIL 2: DUAL SHOCK to T'Al FU: WRATH OF THE TIGER 


Option and enter one of these codes: 
GLASSX: Activates the Crystal Cup 
ROCKYY: Activates the Diamond Cup 
ZDPEAK: Activates the Zenith Cup 
XPERTS: Activates the Challenge Mode 
DESERT: Activates the Scorpion Car 
RATTLE: Activates the Cobra Car 
RUNNER: Activates the Cheetah Car 
MYSTER: Activates the Panther Car 
ALLVID: Activates the Codes 


Spyro the Dragon 

99 Lives: In the middle of the game, press 
the Select button and then press Square (6x), 
Circle, Up, Circle, Left, Circle, Right, 
Circle, Start. Then check your life counter 
and you will see that it has increased to 99! 


Street Fighter Alpha 3 

Battle Shin Akuma: You must first open 
up Final Battle Mode by beating the game on 
difficulty 7 or 8. Once you do this, Select Final 
Battle Mode from the Main Menu Screen. On 
the Character Select Screen, press and hold 
L1+L2 and choose your fighter. Keep holding 
it until the VS. Screen appears. You will then 
see Shin Akuma. Now your Final Battle fight 
will be with Shin Akuma instead of M. Bison! 


Syphon Filter 

Level Select: Pause the game, go into the 
Options Menu. Highlight the Select Mission 
option, then press and hold Left+L1+R1+ 
Select+ Square + X. 

All weapons and ammunition: 
Pause gameplay and highlight the “Weapons” 
Option. Hold Right +L2+R2+ Circle +Square 
+X (in order). Note: Only the weapons normal- 
ly available during the current level will 
become selectable. 

Hard Mode: While on “New Game” on the 
Title Screen, press Left+L1+R2+Select+ 
Square+ Circle+X. 

You will hear Gabe say ‘Damn it!” when 
entered correctly. 

When you start the first level, the screen will 
say “Hard Difficulty” under the area name. 
Cinema Mode: When you begin the first 
level, go into the bar. When you get to the guy 
shooting at you from behind some crates, 
shoot him, then go into that room and out the 
window. 

On the right is the fence and the elevator, on 
the left is an alley. Go down the alley and you 
should be in a street with flaming squadcars 
at the end. 

On the left side are three doors. 

Use the Sniping Mode to look up, and it should 
say THEATER above the right door. Go up to 
the door and pause the game. Keep MAP 
highlighted, then press and hold in this order: 
Right+L2+R1+X. Gabe should say, “Got it” 
after you enter the code. 

When you press Start again, you should be in 
the theater. Enter either curtain and all the 
movies should appear. Press X to skip any of 
the movies and press Start to go back to the 
theater. 


T’ai Fu: Wrath of the Tiger 
Debug Menu: Start a game and finish any 
level to access the Map Screen. While there, 
press Select+L1+L2+R1+R2 to open the 
Debug Mode. Now you can choose any starting 
level in the game! 

The following cheats are to be entered quickly 
at any time during gameplay (don’t pause 

the game): 

Enable Cheat: This code enables all of the 
following gameplay cheats - R2, Triangle, R2, 
Triangle, Circle, X , Square. 


NFL XTREME 2 


Lots of Cheat Codes: 


Aircraft Carrier Field: Enter “AIR- 
CRAFT-CARRIER” as a name. at 
the Player Creation Screen. Then, 
select the “Quick Start” option.to 
begin a new game. 

Egyptian Field: Enter “EGYPT 
SPHINX” as‘a name at the Player 
Creation Screen. Then, select the 
“Quick Start” option.to-begin.a 
new game. 

Lunar Field: Enter “LUNAR 
FIELD” as a name at the Player 
Creation Screen: Then, select-the 
“Quick Start” option to begin a 
new.game. 

Pool Table Field: Enter “POOL 
TABLE” as a name at the Player 
Creation Screen. Then, select the 
“Quick Start” option to begin-a 
new: game. 

Urban Field: Enter. “CITY SCAPE” 
as a name at the Player Creation 
Screen. Then, select the “Quick 
Start” option to begin a new 
game. 

Big Head Mode: Enter “BIGHEAD > 
BOBBY” as a name at the Player 
Creation Screen. Then, select the 
“Quick Start” option to begin a 
new game. 

Flat Head mode: Enter “COIN- 
HEAD COREY”. as a name.at the 
Player Creation Screen. Then, 
select the “Quick Start” option to 
begin a new game. 

Long Neck Mode: Enter 
“GEORGE GIRAFFE” as a name at 
the Player Creation Screen. Then, 
select the “Quick Start” option to 
begin anew game. 

Long Arms: Enter “MONKEY 
MICKEY”.as-a name at the Player 
Creation Screen. Then, select the 
“Quick Start” option.to begin.a 
new game. 

Short Arms: Enter “SHRIMPY 
SEAN” as a name at the Player 
Creation Screen. Then, select the 
“Quick Start” option-to begin a 
new game. 

From: NicXR80@aol.com 

Big Players: Enter “BIG BEN” as 
aname at the Player Creation 
Screen. Then, select the “Quick 
Start” option to begin a new 
game. From: Siouxken@aol.com 


Small Players: Enter “TINY TOM” 


as a name at the Player Creation 
Screen. Then, select the “Quick 
Start” option to begin a new 
game. . 

Reversed Animations: Enter 
“LAMEBOY LENNY” as a name at 
the Player Creation Screen. Then, 
select the “Quick Start” option to 
begin a new game. 
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PLAYSTATION CODES 


BUST-A 
CODE 99! 


Bust-A-Move 2 
More Credits 

From the Title Menu, choose Options. In 
the Options Menu, press Left, Right, R1, 
R2, L2, L1, Up, Down. A timer.counting 
down from 30 seconds will appear. 
Highlight the Credits Option and press X 
quickly and repeatedly. Your credits will 
build up quickly at first, but then they’ll 
be harder to get as you accumulate 
more. Once the timer counts to zero, you 
can’t try any more. You may get up to 30 


credits, depending on how quick you are. 


Play Another World 
When the Title Screen appears, press 
Start to get to the menu (with Game 
Start, Time Attack and Options). Now 
press R1, Up, L2, Down. A little charac- 
ter will appear in the right-hand corner 
of the screen. Highlight Game Start and 
choose it. In the Game Select Option 
under Puzzle Game will be “Another 
World.” Choose to play the Puzzle Game 
and you will be trying to complete a 
brand-new set of puzzles similar to the 
originals. 


Bust-A-Move 4 

More Puzzles: 
You’ll get an entirely new set of levels 
when you enter this code. 
At the Title Screen, press Triangle, Left, 
Right, Left, Triangle. You will hear a sound 
and see a little green spinning icon in the 
lower-right corner of the screen to con- 
firm that it worked. From the Game 
Menu, choose Puzzle and then pick 
Arcade. Choose your difficulty level and 
then you'll be able to play a plethora of 
new stages! 
Enter these codes quickly at the Title 
Screen while the words “Press Start 
Button” flash: 

All Characters: 
Right, Right, Triangle, Left, Left. You will 
hear a cheering sound to confirm that it 
worked. 

Tarot Reading: 
Up, Triangle, Down, Triangle, Up (this 
opens in the Option Menu). You will hear 
a cheering sound to confirm that it 
worked. 

Talk Demonstration: 
Square, Up, Left, Down, Right, Up, 
Square, Down, Left, Up, Right, Down, 
Square. (You must have put in the All 
Characters and Tarot Reading first, for 
this to work.) You will hear a cheering 
sound to confirm that it worked. 


Bust A Move 99 
New Puzzles: 

At the Title Screen where it tells you to 
“Press Start Button,” press Circle, Left, 
Right, Circle. You should see an enemy in 
the bottom-right corner of the screen if 
you did it right. Now press Start and go 
into Arcade Mode. Choose “Puzzle” from 
the Game Select Screen. Choose your dif- 
ficulty and your character. Now pick your 
starting level (A or B) and you will have 
new puzzle challenges! 
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Full Chi Cheat: This code fills your chi 
bar - R2, Triangle, R2, Left, Right, Square. 
Invulnerable Cheat: This code will make 
the player invincible to enemies - R2, Triangle, 
R2, Left, Right, R2. 

Double Size Enemies Cheat: This 
code will make all enemies appear twice their 
normal size - R2, Triangle, R2, Left, Right, Up. 
Half Size Enemies Cheat: This code 
will make all enemies appear half their normal 
size - R2, Triangle, R2, Left, Right, Down. 
Nine Lives Cheat: No matter how many 
times you are killed, you will always have nine 
lives - R2, Triangle, R2, Left, Right, X. 

All Styles Cheat: This code will give you 
all fighting styles - R2, Triangle, R2, Left, Right, 
Triangle. 

Full Health Cheat - This code will give you 
full health at any time in the game - R2, 
Triangle, R2, Left, Right, Circle. 


Tenchu: Stealth Assassins 
Debug Menu: While playing the game, 
press the Start button to pause. 

While the game Is paused, hold 

L1+R2. While holding L1 and R2 press Up, 
Triangle, Down, X, Left, Square, Right, 
Circle. Then release L1 and R2 and then 
press L1, R1, L2 and R2. Now press Start 
and immediately press L2+R2 both at the 
same time. 

If you do this correctly, a blue screen will 
appear and many options will be available like 
stage select, charged items, layout enemy, etc. 


Tomb Raider Ill 

Incredible Cheats, Secrets 

and Level Skip: In the middle of the 
game without pausing, enter any of these 
cheats as shown: 

All Weapons: L2, R2, R2, L2, L2, L2, L2, 
R2. 2. Re, Re, L2, Re, Re, LZ, LZ, Re Le, Le, 
R2. You will hear a scream. 

Fill Energy: R2, R2, L2, R2, L2, L2, L2, L2, 
Lo Re Se 
You will hear her grunt. 

Level Skip: L2, R2, L2, L2, R2, L2, R2, L2, 
2, U2, U2,L2, 12, Re, 2, RZ, Re, Re; Be. 12, 
Lara says, “No.” 

All Secrets (access All Hallows):: 
EZ, Ee ee a a eR 
L2, R2, L2, L2, R2, L2, L2. Lara will sigh. 
Gives You Race Key at Lara’s 
House:: R2, L2, L2, L2, R2, L2, L2, L2, L2, L2, 
(2, R2, 2 2 2 U2 Re, 2, 2, Lara Says, 
No” 


Triple Play 2000 

Automatic Home Run: When at bat, 
hold LL+L2+R1+R2 and press Triangle, 
Square, Triangle, Circle, X, Square, Left, Right. 
You'll hear a thumping sound to confirm. 
Automatic Strikeout: When pitching, 
hold LL+L2+R1+R2 and press Up, Down, 
Triangle, Square, Triangle, Circle, X, Square. 
EA Dream Team: Start an Exhibition 
game. At the Team Select Screen press Left, 
Right, Left, Right, Left, Right, Left, Right, Left, 
Right, Left, Right. You should hear a voice to 
confirm entry. 

Control camera: During play, hold 
L1+L2+R1+R2 and press Right, Left, Up, 
Down, Right, Left. You’ll hear a sound to con- 
firm. Use the following to control the camera... 


D-pad Move 
L1+D-pad Move faster 
R1+D-pad Turn 

L2 Zoom out 
R2 Zoom in 
Triangle Raise view 
Square Lower view 


Announcer commentary: 
During play, hold LL+L2+R1+R2 and enter 
the following... 


Extensive Chatter: Up, Triangle, 
Right, Circle. 

Batter Info: Left, Square, Up, Triangle. 
Trivia Down, X, Right, Circle. 
Weather X, Down, Triangle, Up. 


Twisted Metal Ill 

Infinite Specials: Enter L1, L1, R1, R1, 
Rl. When you are back at the Main Menu begin 
a game and quit. When you begin a game 
again, you will have an unlimited amount of 


TENCHU: STEALTH ASSASSINS to WARZONE 2100 


CPU ignores health power-ups: Down, 
L1, Down, Start, Triangle. 

Unlimited Ammo: Triangle, Circle, Up, 
Right, Down. 


VR Baseball ’99 

Easy Outs: In the middle of a game against 
the computer, get to the part of an inning 
where you are playing in the outfield. A com- 
puter player must only be on first base for this 
trick to work. Have the pitcher throw the ball 
to the second baseman. Make the second 
baseman run out to the grass behind (above) 
second base. Then throw the ball to home 


STREET SKSER © 


Lots of Cheat Codes: 


Mirrored Courses and All Gates 
Open: On the Main Menu Screen, 
press Right, Circle, Square, Left, 
Square, Circle, R1, L1. When you 
put in the code correctly, you'll 
hear “Yeah!” 

© All boards: On the Main Menu 
Screen, press Right(2), R1, R2, 
Left(2), L1, L2. When you put in the 
code correctly, you'll hear “Yeah!” 
Play as Sarah: On the Main Menu 
Screen, press Left(2), Square, 
Right(2), Circle, Ra(2). When you 
put in the code correctly, you'll 
hear “Yeah!” 

Play as Mick: On the Main Menu 
Screen, press Left, Right, Circle, 
Square, R2, L1, L2, R1. When you 
put in the code correctly, you'll 
hear “Yeah!” 


your character’s special weapon. 

Play as Minion: Enter Right, Right, Right, 
Left, Left as your password. You will return to 
the Main Menu. You can now select Minion at 
the Vehicle Selection Screen. 
Play as Sweet Tooth: Enter Left, Left, 


Left, Right, Right as a password. You will return 


to the Main Menu. You can now select Sweet 
Tooth at the Vehicle Selection Screen. 

Club Kid’s House Level: Enter Left, 
Left, Left, Square, Square as a password. You 
will return to the Main Menu. Now select 
“Deathmatch,” then choose any level and vehi- 
cle to begin at Club Kid’s House bonus level. 
Warehouse Level: Enter Square, Square, 
Square, Left, Left as a password. You will 
return to the Main Menu. Now select 
“Deathmatch,” then choose any level and vehi- 
cle to begin at the Warehouse bonus level. 
Demo Level: Enter Up, Up, Up, Left, Left 
as a password. You will return to the Main 
Menu. Now select “Deathmatch,” then choose 
any level and vehicle to begin at the Demo 
level shown in the background at the Main 
Menu. 

Enable Memory Card: Enter Start, 
Start, Start, Start, Start as a password. You will 
return to the Main Menu. Now configure your 
settings and begin a game. Before the game 
begins, you will be prompted to save. 

More Cheats: These codes are to be 
entered at the Password Screen: 

Smart seekers: Triangle, Left, Down, Right, 
Up (helps improve homing missiles). 

Seeking Rain Missiles: Up, Down, Up, 
Down, Up. 

Super Napalm: R1, R1, L1, L1, L1. 

God Mode: L1, Square, X, R1, Start. 


50) 


accelerate secon: 3 A Pe 

© Play as Bonobo the Monkey 
On the Main Menu Screen, press 
Right, Circle, Left(2); Circle(2), 
Square(2). When you put in the 
code correctly, you'll hear “Yeah!” 


plate. The computer player on first base will 
run toward second. Quickly throw the ball back 
to second base for an easy out. 


Warzone 2100 

Cheat Mode: 

First, you must hold the Start button on con- 
troller two and power on the PlayStation. 
Continue to hold the button until the Main 
Menu appears. Then at the Main Menu Screen 
or while the game is paused, press L1, Rl, R2, 
L1, Select, Start to enable cheat mode. You 
will know it worked if the Menu options for 
Campaigns 2 and 3 are unlocked. Now the fol- 
lowing codes may be enabled: 


Enable Level Skip: While playing the game, 
press Select on controller two. 

Enable God Mode: While playing the game, 
press Triangle on controller two. This also lets 
you see all hidden objects. 

Enable Infinite power: While playing the 
game, press Circle on controller two. 

Enable All Items: While playing the game, 
press X on controller two. 

Enable Super Unit Strength: While playing 
the game, press Up on controller two. 

Enable Weak Unit Strength: While playing 
the game, press Right on controller two. 
Current Research Completed: While play- 
ing the game, press Down on controller two. 
Additional Structures: While playing the 
game, press R1 on controller two. 

Additional Units: While playing the game, 
press R2 on controller two. 

Enable Debug: While playing the game, press 
Left on controller two. 
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GAME BOY CODES 


GAMESHARK 


Paperboy (Color) 
Infinite Papers OLWaddSd0 
infinite Lives OL036ec3 


Pitfall (Color) 
Q1O518c6 


OL56Lbc6 
} 


Infinite Lives 

Infinite Health 

09 Gems QLO9ILYICO 
OL09Lacé 


R-Type DX (Color) 


infinite Lives Q104e0d0 
Shanghai Pocket 
(Color) 


Q11069d2 


GEX (Color) 


infinite Lives 


infinite Energy 


Infinite Time 


0105 3dd7 


01044107 


HexCite (Color) 


inf Hexagons Pi o1ogbdd7 
Inf Large Dia, Pa 0109C2d7 
inf Large Tri. P4 o109cid7 
inf Small Dia. P1 o1oobfd7 
Inf Small Tri. Pa o1ogbed7 
inf Trapezoids P41 o10gcod7 
Max Score oifffed7 


Montezuma’s Return 
(Color) 


Infinite Lives 01043bc0 


NHL Blades of Steel 
Away Team Scores 0 o10050¢a 
Away Team Scores 50 013250Ca 
Home Team Scores 0 01005 2¢a 
Home Team Scores 50 


013252¢a 
Pit Fighter (Color) 

99 Gems 010919C6 

99 Gems o1091ac6 

infinite Health 01561bc6 

infinite Lives 010518c6 


BUST-A-MOVE 2: ARCADE ED. to POCKET BOMBERMAN 


ust-A-Move 2: 
Arcade Ed. 

Extra Puzzles: Press A, Up, B, 
and Down on the Title Screen to 
access more puzzles. If the code is entered 
correctly, a small figure will appear in the cor- 
ner of the screen. 


Bust-A-Move 4 

Extra Puzzles: On the Title Screen (while 
“Press Start” is flashing), press A, Left, Right, 
Left, A. An orange character will appear in the 
lower right-hand corner. This opens up differ- 

ent puzzles for Puzzle Mode! 


Castlevania Il 

Extra Lives: In the beginning of the game 
go to the Password Option and there will be 
four boxes. Press Up to scroll through the dif- 
ferent icons. Put a candle in the first two 
boxes and a heart in the second two. Now you 
will be able to start your adventure with a full 
supply of nine lives! 

Sound Select: In the beginning of the 
game go to the Password Option. Put a heart 
in all four boxes. You will see a box that says 
"Sound Select.” Now you can scroll through 
the game’s three different musical selections 
as you prepare to play! 

Secret Password: Go to the Password 
Screen and put a heart in the first box, an 
eyeball in the second, a candle in the third 
and leave the fourth empty. Now press Start 
and you will be put in the beginning of 
Dracula’s castle. Put in an eyeball, a heart, a 
candle and a heart in the boxes and you will 
be in the room with the final Boss, Dracula! 


Donkey Kong Land 3 

Bonus Stage: Go to the Cape 
Codswallop’s level “Total Rekoil.” When you 
begin the stage, jump toward the left to enter 
a bonus stage. 


Faceball 2000 

Level 01 to 10 Warp: When you get to 
the flashing section of wall at the end of the 
first level, turn 180 degrees and fire at the 


GAME BOY 


Level 10 to 20 Warp: As soon as you 
see the Level 10 exit, turn 180 degrees and 
fire at the wall. 

A new exit will open up that takes you straight 
to Level 20! 


Game Boy Camera 

Hidden Game: On the Main Menu 
Screen, access the “Play” Option. When the 
Space Fever II game begins, don’t shoot 
either of the first two icons (the ones that will 
take you to the D.J. or Ball game). Instead, 
wait for them to go away and play the space 
game until you get a high score of 2,000 
points or more. Once you do this, exit the 
game and then go back into the “Play” Option 
again. This time, a question mark icon will 
appear in the middle of the others. Shoot this 
icon in the beginning of the game and you will 
be taken to a hidden game called Run! Run! 
Run! This game will also utilize your game 
face. If you get first place in the game, press 
the A button rapidly to raise the flag. Once it 
reaches the top, a crown will drop onto your 
head! 


Go Go Tank 

Seven Chances and Invincibility: 
On the Title Screen, press Left, Up, Right, Up, 
Left, Left, Up, Right, Up, Left, Up, Right and 
Start. You’ll have seven lives and seven con- 
tinues. For invincibility, on the Title Screen, 
press Left, Up, Right, Up, Left, Left, Up, Right, 
Up, Left, Up, Left and Start. 


Kirby’s Dream Land 
Special Config. Mode: At the Title 
Screen, press and hold Down+B + Select. 
Using the control pad, you can choose differ- 
ent options. On the Sound Test, press A to 
enter it so you can listen to different sounds 
from the game. 

Secret Bonus Game: 0n the Title 
Screen, hold Up+A+Select at the same time. 
The word “Extra” will appear. Press Start to 
play the Bonus Game. 


Kirby’s Pinball Land 

Fight Only Bosses: At the Title Screen, 
press Right+Select+ A+B at the same time. 
Now you'll see a black cat run across the High 
Score Screen. Press Start to begin your game 
and you will end up at a screen with the 
names of all the Bosses. Move Kirby to the 
star by the name of the Boss against which 
you want him to begin. Defeating three 
Bosses will let you face King Dedede! 

Play Bonus Games 

At the Title Screen, press Left+B-+ Select. 
Start a new game. Go to any stage. You’ll be 
at the bonus game of that stage! 


Looney Tunes: 

Carrot Crazy 

Level Skip: From the Main Menu Screen, 
access the Options. Now, enter the password: 
Taz, Elmer Fudd, Daffy Duck. 

While playing the game, press Start to 

pause then press Select to skip to the 

next level. 


Men In Black 

Levitate Code: From the Command 
Center, highlight and enter the Access Codes 
Option. Now put in the password: 0601. The 
screen will say “ERROR.” Press Start and 


@ 


you'll go back to the Command Center. 

Begin your game and while you’re standing, 
press and hold Select+ Up to float into 

the air. While in the air press Left or Right 
to move. 

Acquire the Noisy Cricket Gun: 
After entering the fly code, press the Select 
and A button simultaneously. There will be a 
lightning symbol! next to your lives. Now you'll 
have three huge shots that’ll knock you back if 
you stand still! 

Skip Stages: Put in the password: 2409 


Passwords: 


Train Stage: Luke, Horse, 
Horse, Old Man, Luke 


Buffalo Stage: Coyote, Horse, 
Luke, Old Man, Old Man 
Cheyenne Mountains: Old 
Man, Coyote, Luke, Horse, 
Coyote 


and then begin a new game. To skip to the 
next level, press Start to pause and then 
press Select. 


Montezuma’s Return 

Cool Codes: For unlimited lives, enter the 
code: ELEPHANT. To pass through doors 
without unlocking them, enter the code: 
SUNSHINE. 


NFL Blitz 

Blitz Codes: From the Main Menu Screen, 
choose Exhibition Mode and then pick your 
team. At the Matchup Screen, press the fol- 
lowing buttons for the code results as shown: 
No Fumbles: Start, Start, Start, Start, B, 
B, A, A, A, Down 

Infinite Turbos: Start, Start, Start, Start, 
Start, B, A, A, 

A, A, Up 

Night Game: Start, Start, B, B, A, A, Right 
No Pointer: Start, Start, Start, B, B, B, A, 
A, A, Left 

Invisible Receiver: Start, Start, Start, 
Start, B, B, B, A, A, A, Up 


Pocket Bomberman 
All Power-ups and Area 
Passwords: Enter the password 5656 to 
start with all power-ups. 

Area Passwords: 

Forest World 

Area 1 - 7693 

Area 2 - 3905 

Area 3 - 2438 

Area 4 - 8261 

Area 5: Boss - 1893 

Ocean World 

Area 1 - 2805 

Area 2 - 9271 

Area 3 - 1354 

Area 4- 4915 

Area 5: Boss - 8649 

Wind World 

Area 1 - 0238 

Area 2 - 5943 

Area 3 - 6045 

Area 4 - 2850 

Area 5 Boss - 8146 
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Cloud World 

Areal - 9156 

Area 2- 2715 

Area 3 - 4707 

Area 4 - 7046 

Area 5: Boss - 0687 
Evil World 

Areal - 3725 

Area 2- 0157 

Area 3 - 5826 

Area 4 - 9587 

Area 5: Boss - 3752 


Si uper i Mario Br ‘os. Deluxe 

Classic Tricks & More: Many of the old 
tricks for the original Super Mario Bros. game 
on Nintendo work on the new Game Boy Color 


RUGRATS: 
THE MOVIE 


Passwords: 


2 RQVDHJVV 
3 TOMMY QK 
4 BVBYFJND 
5 RIDBCVRT 


6 VNGBLICV 
7 BIGSMVSH 
8 LITBWQQD 


* SCORE © TTEMS TIME 
70000200 Ooo o9:57 


version. For example, the warp zone found in 
World 1-2 is still intact! 

Warp Zone: Go to World 1-2 and find the 
second set of moving platforms (the ones 
moving upward). Get on these platforms and 
ride them until you reach the top. Then jump 
up and to the right. You will land on the top 
bricks of the level. Run right and keep going 
until you reach an opening. Fall down the 
opening and you’ll see three pipes that will 
allow you to automatically warp to worlds 2, 3 
or 4! 

Max Out Lives: Go to World 3-1 and get 
to the end of the level where the staircase of 
blocks leads up to the end level flagpole. Two 
turtles will come down the steps and you’ll 
have to avoid or get rid of the first one. Now, 
you will have to get the second turtle shell 
between one of the blocks and Mario’s body 
by jumping on it to make it bounce off the 
block and Mario multiple times. Once you do 
this correctly, your score will increase and 
eventually turn into 1-Ups! This way you can 
max out your lives! 

The Lost Levels: Basically, you must get 
the number-one position on the Ranking 
Screen (a minimum score of 300,000 points). 
Then on the Title Screen, select the Luigi icon 
for an entirely new game—Super Mario Bros. 
2: The Lost Levels. 

You Vs. Boo: You must get a minimum 
score of 100,000 points. On the Title Screen, 
select “Boo” for the “You Vs. Boo” bonus 
levels. 

Five Extra Lives: Note: This works only 
on anew game. 

Select the Toy Box option at the Main Menu 
Screen, and then choose the “Fortune Teller” 
option. Keep choosing cards until you get the 
Extremely Lucky card. This will give you five 
lives. Return to the Main Menu and choose to 


play the original levels. Start a new game to 
begin with 10 lives instead of five. 

Play As Luigji: Press the Select button at 
the Map Screen before you begin a level. This 
will let you play as the green plumber instead 
of the red one. 


OInsS 


sw 


— ude ‘and Play the Demo: On 
the Title Screen, press Start to enter the pipe 
room. In this room, press Select to get into 
“Easy Mode.” You can then begin any saved 
file you wish. This next code will let you play 
the demo. When the Title Screen appears, hold 
Up, Select and B (in that order). Continue to 
hold the buttons until the screen changes. 
After playing the demo for about 60 seconds, 
however, the game will freeze up and you'll 
need to reset. 


Life Power-Up and Practice 
Bonus Games: When your life runs low, 
pause the game and press Up, Up, Down, 
Down, Left, Right, Left, Right, B, A and Start. 
On the Title Screen, simultaneously press and 
hold A, B and Select, then press Start. A ques- 
tion mark will appear to the right of the “5” 
on the Stage Select Screen. Select this ques- 
tion mark to practice the bonus games. 


Slow Down the Time: In stage three 
of this game, you must rewire circuit boards 
within 50 seconds. You can hold the Select 
button to slow the timer down. 


1P- £4 I 


Fight 2 Mode: On the Title Screen, press 
B five times then press Start. 

riny foon Adventures 
Practice Bonus Games: To practice 
bonus games before jumping into the action, 
hold Down and the B button and press Start at 
the Main Menu. 
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Weapons, Level Skip, etc.: From the 
Main Menu Screen, access the Password 
Option. On the Password Screen, enter any of 
these codes for the results as shown: 
DLVTRKBLVL - Skip Levels 
DLVTRKBWPS - All Weapons 
DLVTRKBNRG - Infinite Energy 
DLVTRKBLVS - Infinite Lives 
DLVTRKBBRD - Bird Mode 


Scorcher Mode: when the Takara code 
appears press Right, Left, A, B, Down, A, B 
and Up. If you have input the code correctly, 
you will hear a sound to confirm that the code 
was entered correctly. The Scorcher Mode 
allows you to blast your opponents with your 
character’s Super Attacks at any time, use 
Zeus as a character, and it also allows you to 
choose fighting styles (like in Versus Mode) in 
Training and Tournament Modes. 


igiaae ff Tel mb 
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Alternate Music: To change the back- 
ground music at the File Selection Screen, 

begin a new player and enter your name as 
ZELDA. Note: Be sure to use capitals only. 


| Bicx- THE OFFICIAL DUKE NUKEM ALBUM ali 


featuring 
from AND 


AND 


ee ie A i 
j MUSIC TO cea 


THEOFFICIAL DUKE NUKE MYAuBUM 
#% a: rr” 


" ML ) SCORE. | 


TOTAL TM ; POSITION 4 LAP. TIME. ng TOTALSTIM: ca 1a'9, 

“3 218 2k 3 OF2\1- 31918 e th, wae och, . ed 

ov, AP Iriwe pst “2nd and ath : tee AP. TIME a oe lee: 0: 92- 599. 
JOEUOS i vt Py = A022 1--3139'6 | : til in yt SEMEN SR 


2 


5 intense play modes. 6 extreme world-class locales. 8 renegatle drivers. Complete car customization. ee: 
< es. ees ~ Advanced artificial intelligence. Customizable replay mode. ee ee 
Rardore eat i & trademark of ASC Games” ASC Games* sie sellin tenia ot Maas Scat RATING PENDING: : fo ‘ Pe i ate 2 ; : mee : 
Corporation. © 1999 American Softworks Corporation. TNN® and the THN” logos are registered service marks and nes \ : S Career 
TNN Motorsports’ is a servicemark of Network Enterprises, Inc. country.com™ is a trademark of country.com. Inc. . - a : att al, Seaeeareeeen og = a8 
‘tsps 08 Siete. eo rose eg Wig § .,4  ©Dreamcast & 
icons a trademark ofthe Interactive Digital Software Association. Al rights reserved. ae Ant . ee ae 3 Cr nas tS: a eae 


mond 


aa 
i 


CONTENT RATED BY 


ESRB 


The 300 } Company. All Rights Reserved. 300, Army Men, Sarge’s Heroes, Real Combat. Plastic Men., and their respective logos, are trademarks and/or service marks of The 3D0 Company in the U.S. and other countries. Nintendo, Nintendo Ban t 
are registered tra demarks of Nintendo of America Inc. © 1996 Nintendo of America Inc. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. All other trademarks belong to their respective owners. 


“START YOUR DAY FORTIFIED WITH | 
$, GROUND TROOPS, 
ENTIAL VITAMINS.” 4 


ARMY MEN 


PlayStation. 


4 a 
id 
iz 


REAL COMBAT. PLASTIC: MEN: 


7 


GAMER 


OCTOBER 


of 


quare’s Final Fantasy series has long been the RPG series 

by which all others have been judged. Final Fantasy VIII 
continues this legacy, taking the technical innovations of its 
predecessor (beautiful movie-like cinematics, crisp 3D 
graphics, etc.) and expanding upon them in a myriad of ways. 
Gameplay-wise, FF VIII offers some major improvements as well. 
Thanks to the new Junction system (think Materia, only cooler), 
character customization is virtually limitless. And the story 
(which is much more coherent and interesting, in our opinion, 
than FF VII’s) is just amazing. Kudos to Square for providing us 
with yet another masterpiece of an RPG. We can’t wait for FF IX... 
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The Ultimate 
FFVIII Guide! 


by Andrew Vestal 
andrewv@thegia.com 


inal Fantasy VIII is 
the latest install- 
ment of Square’s 
flagship RPG series. 
As such, it has all the 
visual flash and audio 
panache gamers have 
come to expect. It’s also 
got the epic story line, 
lengthy quest, and deep 
gameplay for which the 
series is renowned. 

This guide will help 
you get through the main 
quest with ease. In addi- 
tion, every side-quest is 
explained in great detail. 
You'll also find all the 
Guardian Forces, weapon 
upgrades, magazines... 
even all the rare cards. 

Finally, we know how 
integral story line is to an 
RPG. To that end, we’ve 
taken great pains to keep 
this guide as spoiler-free 
as possible. We can’t 
hide everything, but as 
many story details as 
possible have been 
excised from the guide. 
We can tell you this: It all 
begins on an unassuming 
bed in a military acade- 
my’s infirmary... 
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time to complete 40-60 hours 
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Balamb 

Balamb Garden 
Cactuar Island 
Centra Ruins 

Deep Sea R. Center 
Deling Cit 

Desert Prison 
Dollet 

Edea’s House 


Esthar/Airstation 


Fisherman’s Horizon 
I.Closest to Heaven 
I.Closest to Hell 
Lunatic Pandora Lab. 


Missile Base 


Esthar Sorceress Mem. 
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Overworid Map 


Tear’s Point chee ere : ; 
Geographic Locations — 
Timber PO ON 


T. of the Unknown King 


CLOFOIOIOIOIEIOIOIOIOIOIOIOOIOIOIOCIO’S 


Trabia Garden 


(21) Winhill 


C2) Abadan Plains 


23) Albatross Archipelago 
4) Almaj Mountains 

5) Bika Snowfield 

, 26) Cape of Good Hope 


27) Centra Crater 


Final Fantasy 
: VIII has 

on ae ae a mind- 

i an? bogglingly 
detailed in- 
game Tutorial, 
accessible at any 
point in the game via 
the “Tutorial” menu option. 
Here, you can learn gameplay basics, research the game’s 
details, and even pick up a few strategies—this should be 
the first place new gamers turn for help, But here are a few 
tips you won’t find in the game: 


Use the Guardian Force, Luke 


@ The first skill you should teach a new Guardian Force is, 
if available, “Boost.” Speedy button pushers can now 
“pump up” their attacks to inflict nearly twice the damage 
as before. Don’t be shy about calling them—GFs are a 
gamer’s best friend. Literally, in fact—the longer a GF is 
Junctioned to the same character, the higher its “affection 
rating,” and the more quickly the GF will appear in battle. 


@ Evenly distribute statistic Junctions to your characters 
(HP-], Str-J, etc.). Ideally, everyone can junction magic to 
each of the “major” statistics. Make sure all GFs are always 
Junctioned and earning experience in battles —nothing is 
gained by leaving them on the sidelines. 
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Abuse the System 


@ The strength of a spell junction is directly proportional 
to the number of uses of that spell a character carries. 
So Draw, Draw, Draw! The maximum uses a character can 
carry of a spell is 100; try to have that many of any spell 
Junctioned to a statistic. It’s well worth the time spent 
repeatedly drawing. 


@ Also, when your character falls into the “critical” HP 
zone, hit the triangle button continually to skip turns 
until his or her Limit Break becomes available. Don’t 
waste their hurt status on a “regular” attack! 
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@ Why should you spend your time playing the card game? 
Simple. Quezacotl can transmogrify cards into items. Rare 
cards yield rare items—and without rare items, you’ll never 
be able to upgrade to the strongest weapons, uncover the 
strongest Guardian Forces, or master the game’s deepest 
secrets. So play cards 
as often as you can 
against everyone you 
meet. Otherwise, you’ll 
be fighting with loser 
weak weapons and 
everyone will laugh 

at you. 


Eldbeak Peninsula 


Fulcura Archipelago 


Gaulg Mountains 
Grandid Forest 

Great Plains of Esthar 
Great P. of Galbadia 
Great Salt Lake 
Hawkfield Plains 


Heath Peninsula 


Holy Glory Cape 
Kashkabald Desert 
Lenown Plains 
Lolestern Plains 
Malgo Peninsula 
Mandy Beach 
Monterosa Plateau 
Mordred Plains 
Nanchucket Island 
Nectar Peninsula 
Nortes Mountains 
Obel Lake 
Poccarahi Island 
Raha Cape 

Trabia Crater 
Vienne Mountains 
Wilburn Hill 


Yorn Mountains 
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=" Balamb Garden to Dollet Assault 


The Complete 


the Cave, 
is on Fire 


@ Thirty minutes should be more 
than enough time to complete the 
trial; most should have no trouble 


@ After a scolding from Dr. Kadowaki 
and teacher Quistis, Miss Trepe will 
ask Squall to go with her to the Fire 
Cavern. First, return to Squall’s desk 
and use the computer terminal. 
Viewing the Tutorial nets you your 
first two Guardian Forces: Quezacotl 
and Shiva. Now, leave the classroom 
and explore the halls of Balamb 
Garden—with your new friend in tow. 
Be sure to get the “starter pack” of 
cards from the man on the second 
floor walkway, meet with Seifer & Co. 
in the cafeteria, and pick up the rare 
“Occult Fan” magazine from the front 
end of the second library bookcase. 
Once you’ve seen the sights, meet 
Quistis at the central gate and head 
to the Fire Cavern, northeast of 
Garden. 


the center of the cave where you’ll 


work of him. It helps to have 
acquired Shiva’s “Boost” ability 


and card, then hurry to the exit. 


“Well, except for this six-inch 
gash across my forehead, I'm 
feeling strangely fine.” 


Final Fantasy games live or die by their characters, and Final Fantasy VIII has some of the best yet. 
They may seem “ordinary” at first, but by the end of the game you'll feel as if you’ve really gotten to know the crew. 


g g a 


Something happened to Squall many years ago; since 
then, he resolved to go forward on his own, without 
depending on anyone. He avoids interacting with peo- 
ple, even now, saying what needs to be said and wait- 
ing for the other person to go away. His bitter rivalry 
with Seifer leads him close to the brink of disaster. 


with just 20. Hurry along the path to 


find Ifrit. Summon Shiva and cast any 
Drawn Blizzard spells to make quick 


before the battle. Pick up the Ifrit GF 


We don't need no water, let the 
Guardian Force burn! 


Age: 17 

Height: 177cm 

Date of Birth: 8/23 

Blood Type: AB 

Weapon: Gun Blade 

Special Tactics: | Continuous Brandishing 
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@ After the Cave of Fire, return to 
your dormitory in Balamb Garden 
and change into your military outfit. 
Meet Quistis—and Zell—in the front 
lobby. Seifer will be assigned as your 
squad leader; proceed to the parking 
garage. Drive along the road to 
Balamb town. Enter the submarine 
and receive a briefing from Xu. After 
the stunning FMV entrance, your mis- 
sion begins. 


Quezacotl 


OSE nO Te en een cn ca ee 
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Overview: The Aztec 

thunder god puts 

the smack down on 

water-based and 

robotic foes, but his true power 
comes in card manipulation. Without 
his techniques, you'll have trouble 
obtaining the rare cards and items 
you need to thrive. In the game’s 
early stages, “Mid Mag-RF” is 
invaluable. 


@ Work your way to the central 
square; once Seifer asks you to look 
around, attack the enemies hiding in 
the northeast. Talk to Seifer while 
your party waits, then continue up 
the mountain; Seifer leaves your 
party and Selphie joins. At the top of 
the EMF tower, you'll face Biggs and 
Wedge; a quick GF summon should 
eliminate the duo. Now comes the 
Elvoret—be certain to Draw the Siren 
GF and several uses of Double magic 
before killing him! Your Doubled 
spells and GFs should take him out 
just fine. Defeating Elvoret nets you 
the March issue of Weapons 
Monthly. 
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Return to Garden and 
Dollet Assault (cont. 


@ After a scolding from Dr. Kadowaki 
and teacher Quistis, Miss Trepe will 
ask Squall to go with her to the Fire 
Cavern. First, return to Squall’s desk 
and use the computer terminal. 
Viewing the Tutorial nets you your 
first two Guardian Forces: Quezacotl 
and Shiva. Now, leave the classroom 
and explore the halls of Balamb 
Garden—with your new friend in 
tow. Be sure to get the “starter 
pack” of cards from the man on the 
second floor walkway, meet with 
Seifer & Co. in the cafeteria, and 
pick up the “Occult Fan” magazine 
from the front end of the second 
library bookcase. Once you’ve seen 
the sights, meet Quistis at the cen- 
tral gate and head to the Fire 
Cavern, northeast of Garden. 


(Pp Issue 
sEMENE I HOVER Over the REV. 
si USES the sere blade 3s the Revo 
ASDECT IS NOL more ponertul, 


ems. {or remodeling 
Be} PING: a 


Test Cheat Sheet 


After the assault on Dollet, a new option, “TEST,” becomes available. Here, you can demonstrate your knowledge of 
the game and raise Squall’s SeeD ranking. The higher Squall’s ranking, the more cash he rakes in each “pay period,” 
so answer them as early as possible for maximum benefit. Squall can take tests up to the number of his level. 


Level1: Y,N, Y, Y, Y, N,N, Y, N,N 
Level 2: Y,N, Y, Y, Y, N, Y, Y, N,N 
Level 3: N,N, Y,N, Y, Y, Y, N, Y, N 
Level 4: N, Y, Y, Y, N,N, Y, Y, N,N 
Levels: N,N,N, Y, Y,N,N, Y, ¥, Y 
Level6: Y,N, Y, Y, N,N, Y, YN, Y 
Level7: Y,Y,Y,Y,Y,Y,N,Y,Y, N 
Level 8: N, Y, N,N, Y, Y, N,N, Y, N 
Level g: N, Y, N,N, N,N, N,N, Y, Y 
Levelio: Y,N, N,N,N, N,N,N, Y, N 


@ Soon, it will be evening in 
Squall’s dormitory. Change into 
your ceremonial uniform (examine 
the bed), then talk to Selphie and 
head to the dance. After a stunning 
FMV sequence, Quistis meets you 
on the balcony and instructs you to 
meet her at the entrance to the 
Training Center. Change back into 
your “regular” outfit and depart. 


@ You now have 30 minutes to 
return to the ship—but the X- 
ATMog2 droid on your tail isn’t 
going to make things any easier. 
You can’t defeat him—you can just 
run away like wussy SeeD recruits. 
Weaken him with lightning-based 
attacks, and when he falls to the 
ground, RUN AWAY! Make it back to 
the beach and Quistis will save 


your sorry hides. 


Why Upgrade Now? 


In Final Fantasy VIII, enemies are 
always at the same level as your 
characters. This means that simple 
stat-building will never let you crush 
them—you must turn to other 
means to success. Guardian Force 
junctions, skills and abilities are one 
way. Weapon Upgrading is another. 
By combining your weapon with 


Level1i1: Y, Y, N, Y, Y, N, Y, N 


Level12: N, Y, N,N, Y,N, 
Level13: Y, N,N,N, Y, N 
Level 14: Y, Y, Y, Y, N, Y, 

Level15: Y, Y, N,N, N,N 
Level16: Y, N,N, Y,N, Y 
Level17: Y,N,N,N,Y, N 
Level 18: Y,N,N,N, Y,N 
Level1g: Y,N,N,Y, N,N 
Level 20: Y, Y, N, Y, N, Y, 


Love at first sight. 


2s > 


me 


awkward dancer. 
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Dollet Assault to SeeD Celebration 


Here’s to OU, 
Mrs. Heartill 


@ Back at Balamb town, Seifer and 
crew Steal the car and drive back to 
Garden. Explore the town, play 
some cards, then head back to the 
Garden. Meet with Cid, Quistis and 
Xu in the Lobby, then go right to 
meet with Seifer. An announcement 
directs you to the second floor 
hallway. Talk to Zell and wait. After 
a brief ceremony, Cid pronounces 
you SeeD members. Talk to him 
again to receive the Battle Meter. 
From this point on, you can select 
the “TEST” option from the Tutorial 
menu (see below). 


Overview: The Hindu 

God of Destruction is 

apparently moon- | 

lighting as an icy 

snow queen. Her Elem-Atk and 
Elem-Def Junctions give characters 
an edge against elemental ene- 
mies. Fire-based enemies shiver at 
the thought of her Diamond Dust 
attack, but everyone fears her 
countdown to death called Doom. 


Overview: This 

demonic hell-beast 

is a physical power- 

house. His Strength 

junctions and percent-ups beef up 
your blows, while his “Mad Rush” 
command instantly turns an ordi- 
nary party into a team of sped-up, 
protected, berserker killing 


rare items at Junk Shops, your 
characters can upgrade their arse- 
nal. And when we say rare items, we 
mean rare. Items can be found from 
an opponent’s victory spoils, stolen 
using the “Mug” skill, or obtained 
via the “Card Mod” Menu. It may machines. “Ammo-RF” becomes 
seem like a lot of work, but it’s useful once Irvine joins your 
worth it. party—without this skill, you’ll be 
shooting blanks. 


Level 21: Y, Y, Y, Y, N,N, Y, Y, Y, N 
Level 22: N,N,N, Y, N,N,N, Y, Y, N 
Level 23: Y, N,N, N,N, Y, Y, Y, Y, Y 
Level 24: Y, Y, N,N, Y, Y, N, N,N, Y 
Level 25: Y,N, Y, Y, Y, N,N, Y, N,N 
Level 26: Y, Y, N, Y, N, Y, N, Y, N,N 
Level 27: N,Y,N,N,N,N,Y,N,Y,N 
Level 28: Y, N,N, Y, Y, Y, N, Y, N,N 
Level 29: N,N,N, Y, Y, N,N,N, Y,N 
Level 30: N, Y,N, N,N,N, Y, N,N,N 


¢ 


Rinoa guides an 
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Overview: Siren’s 

forte is in quickly 

silencing a large 

group of foes. 

“Treatment” cures any status ail- 
ments and can be used even when 
your character is Silenced —invalu- 
able for opponents that mute an 
entire party at once. “ST-Def-)” 
Junctions are helpful, but “ST-Atk- 
J” is invaluable: Junction a large 
number of any Status spell in this 
slot, and most physical strikes will 
be accompanied by a “free” casting 
of that spell that almost always 
connects—even against powerful 
enemies and bosses. “Move-Find” 
reveals invisible Save and Draw 
Points — often the only place to find 
the greatest spells. 


Draw from Elvoret, 
boss of Dollet assault | 
— scenario 
| Sientvere 
_ Non-elemental with 
Silence status effect 
ills: “Treatment” — 
Command, ST-Atk-} 
Junction, “Move-Find” 
Party, “Mid Mag-RF” 
Men 


Overview: If Diablos 
appears to attack 
weakly, that’s only 
because you're fight- 
ing weak enemies; his power is 
directly proportional to that of his 
foes. “Darkside” lets you sacrifice 
1/10 of a character’s max HP to 
deal a triply powerful blow; a wor- 
thy sacrifice to finish off a weak- 
ened opponent. “Mug” is vital for 
finding rare items necessary for 
weapons upgrades and Quistis’ 
Blue Magic. “Enc-Half” and “Enc- 
None” eliminate the headaches of 
random encounters. To easily 
defeat Diablos, use his own power 
against him; draw out “Demi” and 
cast it on him to inflict massive 
damage. 


: Use “Magical Lamp” 
_) fecewedtrom(Cid. 


Quistis Wants to 
“Instruct” You 


@ Meet Quistis at the entrance 

and head toward the back room 
(near the save point). After an emo- 
tional rendezvous, return to the 
entrance. It’s the girl Squall saw at 
the infirmary—and the monster 
Granaldo, who’s out of control! 
Draw the powerful Protect and Shell 
spells while keeping your HP levels 
high, then unleash a few rounds of 
GFs. Piece of cake. Head back to 
your dormitory and go to sleep. 
The next morning, pick up the April 
issue of Weapons Magazine from 
your bedside table and head to the 
main gate. 


@ Once at Timber, a man asks you a 
question. Choose “But the owls are 
still around,” then head south and 
board the train. Win the Angelo 
card from Watts, then head to the 
back room and meet with Rinoa. 
Head back to the front cabin for 
your briefing. Don’t worry if it looks 
complicated—the game automati- 
cally does most of the dirty work 
for you. Return to Rinoa’s room to 
pick up Pet Pals Vol. 2 from the bed 
(assign Angelo’s “skills” from 
Rinoa’s status screen). Talk to Watts 
to start the heist. 


fore 


Come On, 
Ride the Train 


@ Talk to Cid to learn about your 
mission. Talk to him again to 
receive the Magical Lamp—using 
this item will bring you into battle 
with the GF Diablos. Go to the 
library with Zell in your party and 
talk to the pony-tailed girl in front 
of the bookcase—she has a crush 
on Zell. Stop by and visit her 
throughout the game! Head to the 
train depot in Balamb town, pur- 
chase a ticket and board. Once the 
train starts moving, enter the cabin 
and talk to Zell. Receive Pet Pals 
Vol. 1. Anew adventure awaits... 


There ain't no gettin’ offa this 
train we're gettin’ on!...er. 


@ Travel with Rinoa across the car 
rooftops. You'll have to enter two 
sets of codes to deactivate the cou- 
plings. If the guards spot you, you 
have to start over and will lose one 
SeeD rank; use R1 and L1 to look 
left and right, and press up to jump 
to the roof when the guards 
approach. You have five minutes to 
input both sets of codes: three 
codes the first batch, five codes the 
second. Complete both sets suc- 
cessfully on the first try to advance 
one SeeD rank. Once back in the 
front cabin, make your prepara- 
tions, then talk to Rinoa to visit the 
President. 


— 
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@ You find yourself in control of 
three strangers: Laguna, Ward and 
Kiros. Laguna has Squall’s junc- 
tions, magic and statistics, Ward 
has Zell’s, and Kiros has Selphie’s. 
Head northeast through the burn- 
ing fields and board the waiting 
truck. Once you reach Deling City, 
head right to the Galbadia Hotel. 
Head downstairs, be seated, and 
listen to the female pianist, Julia. 
Follow her to her room (the 
concierge knows the way) fora 
brief interlude. Your party awakens 
and arrives at Timber Station. 


una’s Scenario 


“Oh yeah, Kiros? Well...your 
mom!" 


@ The President is a fake! He’ll 
attack and turn into his “true” form, 
a monstrous Zombie. Draw Berserk 
and Zombie from this second form. 
As an undead creature, he’s weak 
against fire and holy attacks; Cure 
spells and potions also cause dam- 
age! If you’re looking for an easy 
out, use a Phoenix Down on him to 
kill him instantly. After the battle, 
form a new party and talk to Watts 
to leave the train. 
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© Timber Station 


@ Head north from the depot to 
reach the Pet Shop—here you can 
buy Pet Pals Vol. 3 and 4. Head 
south past the hotel to the guards; 
defeat them. Return to the train 
Station, this time heading east (in 
front of the Galbadia sign). Enter 
the Timber Maniacs building—be 
Sure to search the documents in the 
first room; the second pile on the 
right has the “Girl Next Door” mag- 
azine. After speaking with the TM 
crew, leave the building, head right, 
One screen, and down the stairs to 
the pub. 


smanscnoosntien 


Oh, like you never do that 
yourself, Squall. 


@ Talk to the drunken man and 
“tell him about the cards” to have 
him move. Leave through the back 
alley and climb to the top of the 
Station. Marvel as the sorceress is 
introduced and all hell breaks 
loose. Head to the house adjacent 
to the Timber Maniacs, talk to 
Quistis twice, and leave with a 
party of three. Talk to the soldier 
(Watts); head right and talk to 
Zone. Continue right, cross the 
bridge, and head south to board 
the train. Talk to everyone on 
board, Zell last, and the train 
departs. Get off at the first stop, 
East Academy Station, and wander 
west into the forest valley... 


OOF, poor boys, 


Rinoa is a 17-year-old girl with a kind heart and quick 
mouth. She leads the Timber resistance group “Forest 
Owls,” but seems uncertain of her motives or intentions. 
Unlike Squall, she has no compunctions about showing 
her feelings, and can be —at times —downright flirta- 


tious. 
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Laguna’s 
Second Scenario 


@ Follow the path, fighting soldiers, 
until you reach a three-way fork. 
Head down the middle path’s lad- 
der. When you come across the 
three hatches, examine the upper- 
right corner of the middle hatch and 
“tamper with it.” Continue follow- 
ing the rocky path—first east, then 
north—until you come across a tor- 
pedo and a boulder. Examine the 
torpedo and choose the first 
option. Head north along the stair- 
case and continue north until you 
reach a Save point. Go north 
through the pipe. After defeating 
the soldiers, the mission ends with 
an impromptu cliff-diving session. 


Should've used tough actin’ 
Tinactin. 


Irvine Kinneas, at 


Your (Ladies’) Service 


@ Once your party awakens, leave 
the forest and head northwest to 
Galbadia Garden. Make your way to 
the central hall. Get Haste from the 
hidden Draw Point under the yellow 
light, then head north and take the 
Stairs on the right. Once upstairs, 
enter the door on the south side of 
the hall. Talk to Zell, Quistis, Rinoa 
and Selphie—in that order. Squall 
will exit in a huff. Return to the 
front entrance of Galbadia Garden. 
Talk to Rinoa; Martine will arrive 
and introduce Irvine Kinneas. Irvine 
leaves, harem in tow. Go to the 
train station northwest of the 
Garden and board the train for 
Deling City. Once on board, talk to 
Selphie in her usual singing spot. 


Age: 17 

Height: 163cm 

Date of Birth: 3/3 

Blood Type: ? 

Weapon: Blaster Edge 


Special Tactics: 


Do Deling ah 
12) with Derring Do 
@ Head up the escalator, then north 
to the first bus stop. When Bus 08 
arrives, talk to the conductor to 
board. Get off at Caraway’s 
Mansion. Talk to the nearly hidden 
guard on the right of the screen to 
learn about the Tomb of the 
Unknown King and to receive a 
map. Explore the town before head- 
ing to the tomb. The Tomb of the 
Unknown King is at the northeast 
corner of the continent—either 
set out by foot or rent a car. The 
Rent-a-Car store (and city exit) is 
two screens west from the base of 
the escalator. 


iat oe 


Squall and Rinoa ascend to 
Deling City. 


Tomb of the 
Unknown Kina 


@ Enter the tomb and go north one 
screen from the entrance to find an 
abandoned sword on the ground. 
Examine the sword to receive the 
code (it changes from game to game). 
The less adventurous can return to 
Deling City; those with cajones 
should continue into the tomb. You 
can navigate the entire tomb in a sin- 
gle pass if you always take right turns 
at every intersection—and remember, 
you can press “Select” at any time to 
view the tomb map. Head to the east- 
most room and fight Sacred. Solo, 
he’s not tough at all. After taking him 


aes. oS 


"Student ID No. 115" 


Statistics: 


Combine (Angelo/Vary) 
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Timber Station to Tot Unknown King 


Overview: Their 

team-up attack 

trounces ground- 

dwelling foes but is 

useless against flying opponents. 
“Defend” nearly eliminates dam- 
age received, while “Cover” lets a 
character valiantly protect a weak- 
er ally from an enemy’s blows. 
The HP percentage-ups can nearly 


double a character’s HP, while HP 
Bonus gives the character 
Junctioned to Brothers an HP 
lagniappe with each gained level. 


out, hit the northmost room for the 
Draw Point and floodgate switch 
and the westmost room for a Draw 
Point and waterwheel switch. 
Continue turning right at every 
juncture until you leave the tomb. 
Save, re-enter and head straight 
north to the center of the tomb. 
Now, you’ll fight the brotherly duo 
of Sacred and Minotaur. As earth- 
based creatures, they’re weak 
against wind-based attacks. Use 
Siren or Silence to quiet their 
regeneration attack, then hit them 
with your most powerful spells and 
GFs. Draw “Double” to increase 
your offensive power and “Life” in 
case a character dies. Keep your HP 
high, as they can hit your entire 
party for a few hundred damage. 
Once you gain their alliance, leave 
the tomb and return to Deling City. 
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TACA AUTUMN E LT Lou un nai Onn Min an uaa EC Uname Se Te n 


Overview: Ruby Light 

casts Reflect on each 

party member—a 

great opening defense 

against fierce magic users. As a 
defensive GF, Carbuncle’s strength 
is in increasing characters’ consti- 
tution. His Vitality percent ups can 
mean the difference between life 
and death. “Auto-Reflect” is a dou- 
ble-edged sword—with a perma- 
nent bounce-back, you can’t cast 
helpful magic on your character, 
either. Used properly, however, it’s 
extremely helpful. “Counter” gives 
an attacked character a free 
counter-hit. 


“Counter” Ability 


Which Witch is the Bitch to End Disc 1 


Vit+20/40%” Ability, 
Auto-Reflect” Ability, 


Which Witch is 
the Bitch? 


@ Give the code to the soldier who 
sought it—first enter the 1’s digit, 
then the 10’s and 100’s. Once 
inside, talk to Rinoa to meet with 
General Caraway. Follow Caraway 
through the streets of Deling City to 
his mansion. Once you gain control 
of Quistis, try to leave and Rinoa 
will enter. Once you gain control of 
Squall and Irvine, follow Caraway. 
Back as Quistis, return to the man- 
sion—and find yourself trapped! 


They say a man’s home is his 
castle-but General Caraway's 
home is a castle! 


@ Guide Rinoa up the boxes, climb- 
ing with the examine button, to 

the building’s roof. A long sequence 
with Edea unfolds. Back as Quistis, 
you can escape the room by taking a 
wineglass from the cabinet on the 
left and placing it into the hands of 
the statue. Head through the secret 
passageway to the sewers. Jump 
onto the waterwheel and head 
north; the parade begins and you 
regain control of Irvine and Squall. 
Lead the two boys up Rinoa’s route 
to reach the lizard-lion beasts, 
lguion. Be certain to Draw Carbuncle 
from them! They are weak against 
earth and strong against fire, so 
summon Brothers and avoid Ifrit. 
Draw Esuna if a party member is 
petrified. Once the pair is defeated, 


examine the previous screen’s hatch. 


Examine the sniper rifle to regain 
control of Quistis. 


Age: 


Height: 168cm 
Date of Birth: 3/17 
Blood Type: B 
Weapon: Glove 


Special Tactics: 


The Sewers 


@ While navigating the sewers, you 
can open gates and jump onto 
waterwheels. Be sure to draw Life 
from your battles with Creeps to 
prepare for the long road ahead. 
Continue north until a cross junc- 
tion, then head west. Continue west 
until a corner junction, then head 
north until a second cross junction. 
Head east, jumping across the two 
waterwheels as you go, then across 
two more waterwheels and south 
until you reach the screen from 
which you entered the sewers. 
Head east until you see the 
Weapons Monthly. You can get it by 
returning to the sewers on a later 
disc—for now, go north to reach 
the save point and the ladder 
upward. Climb up the ladder to the 
top floor, examine the window, and 
flip the switch. 


Zell D! 


Brash and fiery, Zell is always aching for a fight and is ready 
to rumble with all who cross his path. He’s not just a stupid 
bruiser, however; he cares deeply for his mother, his home- 
town of Balamb, and for his friends. If only he could get one 
of those infamous hot dogs! 


FINAL FANTASY VIII 


@ Your party for the final battle of 
Disc 1 will be Squall, Rinoa and 
Irvine, so outfit them properly when 
the game gives you the chance. 
After much hullabaloo, Squall finds 
himself face to face with Seifer. 
Keep yourself healed and he 
shouldn’t pose any sort of a chal- 
lenge. Edea, on the other hand, is 
far more powerful: level three 
magic spells, intense agility and 
atrociously high HP can cause great 
pain. Cast Double on each of your 
party members, then Shell every- 
One and use your most powerful 
GFs. Be aware that Edea may Dispel 
your magic barrier. She’ll fall, but 
not easily. For an “easy win,” have 
one character summon Carbuncle 
every round. Edea will devote all 
her energy to Dispelling your 
Reflect status. She’ll be so busy 
that she’ll never actually attack 
your party. 


t 
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@ Resolution of the first disc’s finale 
has to wait—you’re back with 
Laguna, in the town of Winhill. Talk to 
the young Ellone, then head to the 
pub next door and talk to Kiros. Exit 
the pub and head south. Head right 
at the flower shop and Draw Point, 
then down the slope, heading south. 
After the sequence at the southern 
tip of town, return straight north to 
the pub and talk with Raine. Go to 
your room (where you began the sce- 
nario) and examine the bed. 


4 


The flowery fields of Winhill. 


@ Have Zell talk to everyone, then 
speak with Rinoa. The game now 
alternates between the incarcerated 
party and the incarcerated Squall. 
After several of these cuts, Zell talks 
to Quistis and organizes a jailbreak. 
Lead him up the stairs to the eighth 
floor to recover your weapons. When 
fighting Biggs and Wedge, be sure to 
Draw new Spells before dispatching 
them. Descend to the first floor to 
find Zell’s Combat King 001, then 
climb to the 13th floor. Win a Card 
Battle against the man on the 10th 
floor to upgrade your Battle Meter. 
On the top floor, open the door on 
the right to rescue Squall. Take 
Squall, Quistis and Selphie to the 
bottom floor and open the door at 
the end of the hallway. Lead Zell 
downstairs until you’re reunited. 


The party learns about cause 
and effect. 


[repe 


Lhe 


@ Lead Squall and Rinoa’s party up 
to the 13th floor. Lead Irvine’s party 
down to the third floor. There is a 
Save Point on the sixth floor. When 
you regain control of Squall’s party, 
talk to the Moomba(s), then leave by 
the stairs in the south. Continue until 
you reach the walkway. Fight the 
boss; lightning-based attacks work 
best against the robots. After defeat- 
ing the trio, return and cross the 
walkway. Move Squall toward the 
green orb. 


Is it ever any other time with 
Zell? 


Statistics: 


Quistis is a precocious teenager who teaches at the Garden. 
She may have harbored feelings for Squall in the past—and 
still may, to a degree. A natural leader, she works to keep the 
group together in moments of strain and stress. Extremely 
intelligent and focused, but emotionally uncertain of herself. 
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Age: 18 

Height: 172cm 
Date of Birth: 10/4 

Blood Type: A 

Weapon: Chain Whip 
Special Tactics: Blue Magic 


ee oe 
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Winhill to the Missile Base 


Complete 


y Missile 
t 


@ After the cars stop, talk to Selphie 
and she’ll reveal her plan. Form 
Squall’s party. Head west with 
Squall’s party and board the train. 
Drive Selphie’s party to the Missile 
Base in the southwest of the 
Galbadian continent. 


@ Enter the western bunker, 
examine the blue light on the west 
wall, and proceed through the left 
door. Continue past the guard at 

the security door and continue east 
until you get off the staircase. Head 
south, talk to the two soldiers, then 
return north and take the elevator. 
Talk to the soldiers at the missile- 
loading dock, then return downstairs 
and head south to speak with the two 
soldiers at the overhang again. Take 
the stairs and return west to the 
security door. 
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© Stop, or my Missile Base Will Shoot! (cont. 


@ Talk to the guard and enter the 
room. Selphie will mash on the key- 
board. After you leave, keep up your 
disguise by choosing, “talk my way 
out,” “we just got here,” and “must 
be your imagination.” Return to the 
elevator, “play it cool,” and “help 
out.” Move the missiles. Descend 
and examine the computer by the 
elevator; choose “Target,” “Set Error 
Ratio” (set it to maximum), then 
“Data Upload.” Continue east, defeat 
the guards, and examine the comput- 
ers. Head north and examine the 
computer to activate the self- 


Why doesn’t someone turn on 
this self-destruct thing? 


Overview: Ruby 

learns the 

“Recovery” skill 

immediately. This 

command refills a single charac- 
ter’s hit points—or does 9999 
damage to an undead creature. 
Absolutely invaluable. “Auto 
Potion” lets a character automati- 
cally use a potion when hit, lessen- 
ing the cumulative damage. Best 
used in combination with 
Alexander’s “Med Data” Ability. 


Missile Base to the Amphitheater 


FINAL FANTASY VIII 


destruct mechanism; 20 minutes % bg 
should suffice. Return to the exit and f. 
fight the boss. This guy is tough— 
use Quezacotl and lightning-based 
attacks in conjunction with powerful 
GFs. If necessary, speed up your 
party with “Haste.” When the sol- 
diers start the countdown, make 
sure your HP is full—the laser beam 
can take off nearly a thousand HP 
from a single character. Victory gar- 
ners the June issue of Weapons 
Monthly. Run around in circles...is 
there no escape? 
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“ThE MaStEr...WiLI 
BE...VeRy...AnGrY” 


@ Head to the second-floor north 
landing and enjoy the view. Return 
to the bridge. The next morning, go 
to the front lobby and take the ele- 
vator downstairs. Talk to Master 
NORG and prepare to fight. The two 
side orbs cycle from blue to yellow 
to red; when they’re red, they’re 
dangerous! Hit them with a physical 
attack to regress the cycle. Destroy 
the central shell to expose NORG. 
Draw Leviathan, then hit him with 
everything you’ve got. He’s particu- 
larly weak against wind, so cast 
Aero and use powerful GFs, not 
neglecting to keep the side orbs in 
check. After defeating NORG, head 
to the infirmary and talk to Dr. 
Kadowaki and Cid. Head to the 
second-floor north balcony and 
meet with White SeeD. Go to the 
library and meet with Ellone. 


Garden Wing 
Takes Flight 


@ Something is amiss at Balamb 
Garden! Travel clockwise around the 
first floor perimeter, fully exploring 
each area and neutralizing the 
threats. Talk to the people you save 
to obtain items. There is a Save Point 
in your dormitory. Find Xu in the 
lobby and follow her to the second 
floor. Talk to her and head to the 
third floor to meet with Cid. Talk to 
Cid three times and return to the 
elevator. When it jams, examine the 
controls, and then the hatch in the 
floor. Climb down the ladder quickly, 
before the cab restarts. Open the 
hatch and descend. Enemies here are 
weak against fire; if possible, 
Junction Fire magic to your “Elem- 
Atk-}” Junction. 


22) Fisherman’s Horizon 


@ Leave your dormitory the next 
morning. Cid makes an announce- 
ment and “parks” the Garden. 
Leave through the second floor 
north balcony. Make your way 
through the city, talking to towns- 
folk as you go, until you reach 
Mayor Dobe’s house in the center 
of the amphitheater. Meet with him 
and his wife, Draw Ultima from the 
secret Draw Point on the right side 
of their room, then exit the stadium 
and follow him to the right. 
Continue along the tracks until 

you reach the soldiers. Defeat the 
soldiers, then fight the boss. Use 
Brothers, Leviathan and Quezacotl 
against him. Talk to Rinoa. 


@ Continue through the shaft until 
you reach the wheel. Turn it, back- 
track one room, and climb down the 
ladder and stairs. Head behind the 
column to begin a sequence; Squall 
must climb up the ladder alone. 
Examine the controls and 
— climb back down the 
Mm ladder. Examine the 
SN blinking green 

= light tucked 
away in the 
southwest cor- 
ner. Climb down, pull the lever, and 
fight the boss. Use Ifrit and fire- 
based attacks. Continue across 
the bridge and down the ladder. 
Examine the controls twice to 
activate the MD system. 


Fisherman's Horizon is an out- 
of-control shanty town. 


“Your mother was a hamster 
and your father smelt of 
elderberries!" 
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“Hey, Everybody, 
Let’s Put on a Show!” 


@ Return to Garden and head to the 
Stage in the quadrangle. Meet with 
Selphie, meet with Cid. Now, it’s 
time for a concert! Assign an instru- 
ment to each character. Once the 
concert begins, change the camera 
angle and head left to the ledge. 
Examine the ledge to begin a dia- 
logue with Rinoa. The next morning, 
head to the bridge and talk to Nida. 
If you like, you can now explore the 
world looking for secrets and 
optional sidequests; all optional 
areas will be detailed later in the 
walk-through. 


Since Selphie is just 17, we 
won't ask... 


Running in Circles : 
Balamb Town | 


@ Talk to the two hotel staffs and 
the Galbadian soldier until Zell 
joins your party. Enter the town and 
talk to Zell’s mother. Talk to the sol- 
diers in front of the hotel and the 
Ones at the harbor in the back of 
the town. Don’t miss the harbor 
soldiers in the very back of the har- 
bor, with the dog! Return to Zell’s 
house and speak with everyone in 
the dining room. Return to the har- 
bor and talk to the dog. Follow the 
dog to the train station. Head to 
the hotel and get ready to fight. 
Against Raijin and the two guards, 


Trabia Garden: Home 


of the Twisting Plot 


@ Head to Trabia Garden on the 
northeastern continent. Follow 
Selphie into the Garden. Head 
northeast to the cemetery, then 
return to the fountain. The August 
issue of Weapons Monthly is hid- 
den on the south side of the foun- 


Can you see me? Can you? 
CAN YOU SEE ME? 


tain screen. Head northwest to the 
barracks, then right to reach a dam- 
aged control room. Examine the 
computer to call up Selphie’s data. 
Return to the cemetery. Return to 
the barracks and head west. 
Examine the missile to Draw Aura. 
On the basketball court, talk to 
everyone, then try to leave. A flash- 
back begins. Once you control the 
transparent Squall, head left, talk 
to the child, then head north into 
the house. Head east and then 
north. Go down to the beach. Talk 
to everyone and return to the 
beach. Talk to everyone again, then 
talk to Rinoa and form a new party. 


When Gardens 
Attack! 


Galbadia Garden is on an island in 
the south; head northwest from 
Trabia Garden, wrapping around the 
world, to reach it. Leave the bridge, 
form a party, and head to the quad. 
Head to the stage area and talk to 
Zell and Rinoa. After Squall & Co. 
return to the bridge, lead Zell’s party 


3 Ad 
Push the button, Frank. 


west from the stage area. Now, head 
to the front gate and reform your 


party. Head for the classroom, defeat 


the soldiers, talk to the woman, and 
return to the bridge. Lead Squall to 
the second-floor hallway and talk to 
the kid on the floor. After taking 
some hits from the soldier “look 
around for another option” and 
“press the button for the emer- 
gency exit.” The easiest way to 
win the mini-game is to alterna- 
tively pound on the X and O 
keys. Also try guarding his 
blows until a Super punch 
becomes available—then let 
him have it! Pick up Rinoa, 
land, and run past the warring 
factions. Name Griever, your ring, 
and enter Galbadia Garden. 
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Garden Stage to Galbadia Garden 


Overview: a 
Pandemona’s bizarre | 
appearance harbors | 
astrong,wind-based = =— 
attack. Junction 100 Hastes to your 
Speed statistic to rocket fuel a 
character. The Speed percentage- 
ups are also useful. The “Absorb” 
Command drains HP from an oppo- 
nent and adds it to your own life 


meter. “Initiative” guarantees a 
character’s ATB bar is full when the 
fight begins, giving him/her the 
first strike and a distinctive edge. 


Producer 
Extraordinaire 


With Selphie Tilmitt, 
“Sian each instrument 

‘ummm has a preset 

butik “part,” and not 
all the instru- 
ments go with 
each other. 
Choose matching 
instruments for a 
more pleasant 
sonic experience! 


use non-Quezacotl GFs. Against the 
pair, draw out Pandemona from 
Fujin. Cast Barrier and Shell to 
protect your party, and use your 
most powerful non-Quezacotl GFs. 
Concentrate your attacks on Raijin, 
as he is the more damaging of the 
duo. You'll get Combat King 002 
from the battle. 


aiphie [ilmi 


Selphie is a classic teenager, full of boundless energy—but 
still a quick thinker. She’s not an airhead; she’s just frothing 
over with hyperkineticism! As a transfer student from Trabia 
Garden, she’s homesick yet eager to make new friends. Be 
sure to check out the Balamb Network to read this computer 
whiz’s diary! 
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Age: 17 


Height: 157cm 
Date of Birth: 7/16 
Blood Type: B 
Weapon: Nunchaku 


Special Tactics: Slot 


Sax, Electric Guitar, Piano, 
and Bass Guitar form a jazzy version 
of “Eyes on Me,” while Guitar, 
Violin, Flute and Tap form a snazzy 
folk tune. The folk tune dialogue is 
recommended. Choose wisely! 


apnreenensrat 
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Cerberus 


GES SARE AR LORNA NN 


Overview: 

Summoning Cerberus 

casts Double and 

Triple on all party 

members, effectively tripling your 
party’s attacking and defensive 
power. He should be your first move 
in any boss battle. “Auto-Haste” 
gives one character a permanent 
nitro infusion, while “ST-Def-Jxq” 
defends you from four separate sta- 
tus effects. “Expendx2-1” lets you 
cast a spell twice for the price of one. 


AEBS ESTAR AAA ARNT NASR SN ASN a eed 


Overview: Alexander 

is the master of recov- 

ery. His “Revive” 

Command works just 

like a Phoenix Down, restoring a 
deceased character to life. “Med 
Data” doubles the effects of any med- 
icine; a Hi-Potion, for example, would 
restore 2000 HP instead of just 1000 
HP. “Elem-Defx4” can make a charac- 
ter obscenely fortified. How does 
immunity to fire, ice, lightning and 
water attacks sound? Thought so. 


Galbadia Garden 


@ Head right from the Save Point, 
then head right from the hallway. 
Climb the stairs to the second floor, 
talking with Raijin and Fujin. Head 
west on the second floor, then 
enter the room on the right. Talk to 
the cadet to get the first Card Key. 
Return to the save point and head 
left. Enter the left door and cross 
the ice, exiting through the door on 
the right. (The demonic hockey 
players here give tons of EXP and 
AP and can be defeated by a single 
Ifrit summon; we recommend you 
“level up” for a bit.) Head through 
the door on the right and talk to the 
cadet for the second keycard. 


One carnivorous mouth per party 
member. 


Age: 

Height: 185cm 
Date of Birth: 11/24 
Blood Type: A 
Weapon: Gun 


Special Tactics: Shot 


@ Leave the room and head south 
twice to reach the Save Point. 
Return to the staircase where you 
found Raijin and Fujin and climb to 
the third floor. Open the door; jump 
down and cross the basketball 
court to the left exit. Head south 
until you reach Cerberus. Save in 
the southeast corner of the room 
before the battle! Immediately draw 
out Triple and cast it on each party 
member. Now, use your strongest 
GFs, except for Quezacotl and 
Pandemonium, and Triple-cast your 
most powerful non-wind, non-light- 
ning spells. Haste yourselves and 
heal your party consistently via 
Regen and Cure spells. 


@ Once you’ve defeated Cerberus, 
head west from the lobby and enter 
the door on the left in the hallway. 
Talk to the girl to get the third key- 
card. Return to the lobby, head 
north, and take the stairs on the 
right. Head west and take the ele- 
vator. Seifer’s back, and he’s far 
less of a pushover. Draw Haste to 
speed up your party. Protect Squall, 
as Seifer has a tendency to single 
him out for attack. Summon power- 
ful GFs and he’ll fall soon enough. 


Irvine is an affable southern gentleman and a consummate 
ladies’ man. He heralds from Galbadia Garden, and though 
his sniping skills are impeccable, his confidence sometimes 
lacks. He’s always putting the moves on the ladies—and may 
have eyes for a special someone in your party. He’s also 
good at taking in a situation and “doing the right thing.” 


FINAL FANTASY VIII 


@ Head east to the large lecture 
hall for the climactic battle. At first, 
you can only fight Seifer—he’s 
weakened now, and easier than 
ever to take out. Once he’s out of 
the way, Edea takes the forefront. 
Draw Alexander and summon 
Cerberus. Cast Shell, Regen and 
Haste on all three members. If Edea 
casts Reflect on herself, Dispel it. 
Siren’s “Treatment” command 
comes in handy if she starts silenc- 
ing party members. Draw “Demi” 
and cast it on her to inflict massive 
damage. Aura-driven Limit Breaks 
and your best GFs are also very 
effective. Defeat Edea to complete 
the disc. 


Galbadia Garden's lobby has a 
bright yellow deathbeam in the 
central foyer. 
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~4=9 The Truth Revealed 


@ Head to Edea’s house and find her 
by the shore. Pay attention to all she 
has to say. Return to Balamb Garden. 
Pick up the July issue of Weapons 
Monthly at the Training Center— 
search the ground near the piles of 
material in the western room. Now, 
head to the infirmary, choose your 
party, and return to Laguna’s world... 


| Used to be 
in Pictures 


@ When journalism doesn’t pay the 
bills, Mr. Loire turns to the silver 
screen. During the dragon dueling 
mini-game, defend when it rears up to 
strike and lash out with a quick attack 


when there’s an opening. Make certain 7 
your party is properly equipped before - 


you enter the battle! The Ruby Dragon 
is weak against Shiva (Ice) and 
Alexander (Holy), but strong against 
Pandemona (Wind) and Ifrit (Fire). 


Whap the Ruby Dragon three 
times upside the head: “There's 
no place like home whap...” 


_ Seifer is Squall’s longtime rival, with the same level of 
ability but an extra dose of arrogance. He also has 
something of a romantic streak in him, a “dream” of 
nobly defending those in need and vanquishing those 
who oppose him. As the game progresses, this romantic 


_ streak turns vicious... 
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EYOD wists Sonn 


@ Return to Edea’s house and 
speak with her. Ellone’s ship is 
alcoved in the C-shaped island just 
north and east of Edea’s house. 
Find Zone upstairs and talk to him 
until he asks for the “Girl Next 
Door” magazine; trade it for the 
Shiva card. Head downstairs into 
the main cabin, Draw Holy, and 
talk to the White SeeD leader. 
Back at Garden, head to the infir- 
mary and talk to Rinoa. Walk until 
Squall stops, then talk to Rinoa 
and continue walking. Talk to your 
friends, reform your party, and 
continue along the railroad tracks. 
Exit the tracks and enter the snow- 
field to the east. Climb the skele- 
ton and head east. Draw Meteor 
from the hidden Draw Point and 
continue north across the bone 
bridge. Jump down and head north 
to the chasm. Head east to save, 
and then head west to meet the 
boss. The boss is an undead crea- 
ture, so Cure spells and Leviathan’s 
“Recovery” command will kill him 
almost instantly. Stock Curaga and 
Flare, Drawing Esuna as necessary 
to cure status ailments. Examine 
the flickering cliff face to find a 
mysterious passageway. Ride 

the elevator. 


Height: 


Date of Birth: 12/22 
Blood Type: O 
Weapon: Gun Blade 
Special Tactics: = Terminator 


T_he 


Final 


31 Laguna’s Hard Time 


@ Talk to the guard by the elevator 
on the right, then to the guard by the 
door on the left. Talk to the Moomba, 
to the man by the console, and to the 
Moomba once again. Once Kiros and 
Ward join you, outfit them with GFs. 
Take the elevator and sneak up the 
eastern Staircase. Talk to the man 
outside, then return into the build- 
ing. Get the Weapons Monthly ist 
Issue in the southwest corner of the 
room. Take the elevator down and 
fight the soldiers. Leave the building 
and enter the car. 


@ In the new building, examine the 
cylindrical elevator in the middle of 
the room. Head north and defeat the 
guard. Examine the console in front 
of which the guard was standing, 
then return downstairs and head 
north to find Ellone. 


And Ellone’s not alone any- 
more. 


The Silver Screen to the Presidential Palace 


Complete 


Fanta 
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32 Estharr arry Nigh 


@ After meeting with Dr. Odine in the 
Presidential Palace, leave his room 
and head east. Take the elevator to 
reach the main city of Esthar. The city 
is enormous, and it’s easy to get lost. 
The best way to visualize it is as two 
Greek Theta symbols (q) placed side- 
by-side and connected by a network 
of pathways. Explore the city, and be 
sure to go shopping! Exit through the 
gate to the south. This area’s enemy 
encounter rate is extraordinarily 
high, so use Diablo’s “Enc-None” 
ability or rent a car. 


-_ 


= 


XG STRATEGY. 
” Estharry to Shumi Village 


Estharry, Starry 
Night (cont. 


@ Head to Tear’s Point in the south- 
east corner of the continent and 

get the Solomon Ring from the base 
of the statue. Head north to the 
Lunar Gate. 


@ Enter the Lunar Gate and follow 


the woman to the elevator. Choose to 
enter space, select your third-party 
member, and board the lift. Back on 
the ground, lead Zell’s party back to 
Esthar. Take the lift to Odine’s labora- 
tory. Go upstairs and talk to Odine. 
After his briefing, leave the center. 
Head east until you reach the central 
gate from which you exited the city. 
Head north (the path is partially 
obscured), then head west. Press the 
square button to ensure that your 
location matches the first target. 
Wait here until the 15:00 mark, then 
board the Pandora. 


@ Inside the Pandora, climb the 
Stairs to the three elevators. 
Descend the 01 elevator and contin- 
ue north along the path until you 
meet the robot and are expelled. 


Space, The 
Final Frontier 


@ Talk to the crew and pick Rinoa 
up from the off-screen foreground. 
Follow the crew. Win the Alexander 
card from Piet. Head through the 
north door and place Rinoa into the 
chamber. Leave to the hallway and 
head north to the bridge. Examine 
the monitor, then leave and climb 
the south stairs. Talk to the stargaz- 
ing women. Continue south to find 
Ellone. Win the Laguna card from 
her. Talk to her and return to 
Rinoa’s room. Talk to Rinoa in the 
hallway and follow her to the 
bridge. Talk to her on the bridge 
and examine the console. 


The Lunary Cry: The Great 
Space Loogie. 


@ Head up the stairs to the locker 
room on the east side of the hall- 
way. Watch Rinoa leave through the 
airlock, then don a spacesuit from 
the locker and follow. Follow Rinoa 
until the airlock door closes, then 
return to the bridge. Talk to Piet, 
talk to Ellone, and head right to the 
escape pod. Talk to Ellone. The 
ensuing mini-game is from a first- 
person perspective. Position the 
character in the center of the 
screen and press X to engage your 
thrusters. 


Ragnarok to 
the Rescue 


@ Aliens have infested the Ragnarok. 
To ensure they stay dead, kill them in 
similarly colored pairs. If you move 
quickly enough through the rooms, 


you can avoid battles with the “incor- 


rect” monsters. A Save Point can be 
found down the first staircase, 
through a small door on the right 
side of the back wall. Once all the 
pairs are dead (this can be a pain, 
but persevere), take the elevator to 
the bridge. After a long musical num- 
ber, the Ragnarok lands and Rinoa 
leaves. Reboard the Ragnarok and 
head to the computer roon;; talk to 
everyone and Selphie starts piloting. 


A Completist’s 
Dream: Shumi Village 


@ The village is found on the 
northernmost continent. Draw 
Ultima for a fee, if you like, then 
take the elevator and make your 
way to the westmost house. 
Examine the statue, talk to 
Sculptor, then leave and head east 
to the house of the Village Elder—a 
Moomba is in front of the door. 
After talking to the leader, return to 
Sculptor and agree to help. Seek 
out the five stones scattered 
around Shumi village; when Squall 
is near a stone, he’ll go “Huh...?” so 
examine those areas carefully. 
After finding each stone, deliver it 
to Sculptor and get your next 
assignment. The blue stone is in 
the large blue stone in the statue 
room. The wind stone is found in 
the pile of rocks on the first screen 
of the village, near the hotel. The 
life stone is found up the tree in 
front of the village elder’s house. 
The shadow Stone is in a shadow 
behind a pillar on the right side of 
the screen where you Draw Ultima. 
The water stone is found in 
Artisan’s sink—his house is just 
east of the statue building. After 
you return all five stones, head to 
the chief’s house to be rewarded 
with the Phoenix Pinion. Using it in 
battle simultaneously deals mas- 
sive Fire Damage to your opponent 
and resurrects any deceased party 
members. 


Wait... 
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A Completist's 


@ The Centra Ruins is a large, dou- 
ble-pyramid structure in the north- 
east section of the Centra continent. 
Get all your characters’ HP to critical 
Status, then equip Diablos’ “Enc- 
None” Ability and enter. When the 
Stairs split, go right. Examine the 
stone block in the center of the 
room to ascend. Take the ladder on 
the left and examine the orb. Climb 
down the ladder and examine the 
second orb to reveal a Staircase. 
After climbing the stairs, take the 
first ladder on the left and take the 
left eye from the statue. Climb down 
the ladder and up the stairs on the 
right. Put the eye in the statue to 
gain the password. Take both eyes 
and return to the first statue. Put 
both eyes in the first statue and 
enter the password, top to bottom. 
Now, go through the open door and 
fight Odin. 


Squall and the Great Iron 
Elevator. 


@ Odin won’t attack your party, so 
don’t worry about defending or cur- 
ing. Just beat him before the timer 
hits zero! Stock Triple until each 
character has 100 uses, then 
unleash your party’s Limit Breaks 
(you did keep your HP in the critical 
zone, right?) He should fall easily. 


Laguna is a soldier in the Galbadian army, but he’d rather 
be doing something more ordinary— such as journalism. 
He is so careless that he loses his way during military 
operations and takes an improper map for the operations. 
Always the optimist, Laguna’s a very down-to-earth and 
likeable guy, but he’s always looking out for others and 
willing to lend a hand. 
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Dream: Centra Ruins 


@ Combine the Solomon Ring from 
Tear’s Point with the right items to 
summon and obtain the GF 
Doomtrain. The first element you 
need is six Remedy+. Remedies are 
sold in most shops; convert 60 
Remedies into six Remedy+ with 
Alexander’s “Med Lev Up” Menu. 
You’ll also need six Steel Pipes; 
these can be stolen from the goril- 
la-like Wendigos southeast of 
Deling City. Find them in the trian- 
gular region bordered by two rail- 
road tracks and a paved road. The 
final element is six Malboro 
Tentacles. These can be either 
stolen or won from the fiendishly 
difficult Malboros found on the 
Island Closest to Heaven. Give a 
character “Initiative,” “Mug,” 
“Auto-Haste” and “Spd+40%.” 
With luck, you can get a plundering 
attempt or three in before the 
Malboro unleashes its debilitating 
Bad Breath attack. 


@ Now that the time limit is no 
longer in effect, return to Centra 
Ruins. Meet and fight with 
Tonberrys near the entrance. 
They’re tough, but persevere: 
Diablos and strong physical attacks 
are your best bet. Be sure you can 
revive deceased party members, as 
Tonberry is fond of killing your 
friends. Defeat 20 Tonberrys, and 
don’t neglect to save between bat- 
tles. The 2oth victory leads straight 
into a fight with the Tonberry King. 
Diablos works well, as do Double 
and Triple casts of powerful spells. 
If you’ve got Aura, flaunt it! Defeat 
him to earn the Tonberry GF. (Aside: 
Be sure to Ammo-RF all your Chef’s 
Knives into powerful AP ammo.) 


Age: 27 

Height: 181cm 

Date of Birth: 1/3 

Blood Type: B 

Weapon: Machine Gun 
Special Tactics: Desperado 


XG STRATEGY 
Centra Ruins to Deep Sea Research Center 


cRMERE: Bi 

@ |n the southeast corner of the 

world, there’s a small desert where a ae rces 
cactus pops in and out of the ground. is 
This island is home to Cactuars: 
small, shy cactus creatures who give pEEOEE 
you 20 AP apiece. Fighting them can 
net you up to 60 AP in a single bat- 
tle—you’ll learn those high-priced GF 
skills in no time! But you need to be 
fast and have a high hit percentage: 
Cactuar is notoriously flighty. 


Overview: Odin isn’t Junctioned 
like an ordinary GF. Instead, he 
randomly appears before fights to 
give your party victory. The fre- 
quency with which Odin appears 
is dependent on your characters’ 
luck statistic. 


Deep Sea 
Research Center 


@ This submerged research facility in 
the southwest corner of the world 
map is filled with fire creatures, so 
Junction Blizzaga to your Elemental 
Attack and Firaga to your Elemental 
Defense. Stay still when the light 
rotates and move when the light is 
dimmed. Examine the front of the 
light source. Choose the first option 
for the first question and the second 
option for the second question. For 
the third question, choose the secret, 
invisible third option to fight 
Bahamut. Use Aura, GFs and Triple 
magic casting to dish out the dam- 
age, and Draw out Curaga or Full-Life 
to restore your party. 


Big. Jumbo. Italian? Cactuar. 


@ Make contact with the large cactus 
to fight the fearsome Jumbo Cactuar. 
This guy isn’t too difficult, but he has 
a WHOLE LOT of energy. Draw 
Meltdown and cast it on him. Jumbo 
Cactuar is weak against water, so 
Junction 100x Water to your “Elem- 
Atk” Junction and summon Leviathan 
and Shiva. Cast Aura on Squall and 
Irvine. If Squall has Lionheart, hope 
he uses the Lion Heart Limit Break. 
Meanwhile, Irvine should pump 
Jumbo Cactuar full of AP Ammo. 
Make sure every character is capable 
of reviving and revivifying lost com- 
rades. After a long and protracted 
battle, victory—and the Cactuar GF— 
will be yours. 


statistics: 


XG STRATEGY 
Deep Sea Research Center to Islands closest to Heaven and Hell 


Doomtrain 


Sa a 


Forces 


Overview: 
Summoning 
Doomtrain afflicts foes 


with 


a wide variety of 


status ailments. That is to say, all of 
them. His “ST-Atk-J}”, “Elem-Atk-},” 

“Elem-Defx4” and “ST-Def-jxq4” 
Junctions are all invaluable. “Auto- 
Shell” protects a character from 


magi 


c attacks. 


RUTTER REAR 


Over 


view: “LV Up” 


makes for a harder 
battle and more expe- 


rienc 


weakens your foes and helps you 


e; “LV Down” 


n. “Haggle” makes merchants 
sell new items for less, while “Sell- 


High” makes merchants give you 


more for used equipment. “Familiar” 


causes merchants to expand their 
inventories to include previously 


unav 


ailable items. 


Centra Ruins | 
oe Knife 


De feat 20 Tonberrys. ‘ 
and Tonberry King. at 


Return to Deep Sea 
1) Research Center 

@ After obtaining Bahamut and 
returning to the Ragnarok cockpit, 
there’s still more to be found. 
Return to the island with Zell and 
descend into the now-accessible 
depths. Use the proper number of 
steam blocks on each floor: 4, 2, 2, 
1 and 1 blocks. Have Zell operate 
the machine to open the door, then 
continue down, down, down. Equip 
Diablos’ “Enc-None” Ability to 
reduce, if not eliminate, enemy 
encounters. These are some of the 
toughest battles in the game, so 
make sure your party is prepared. 
There is a secret Save Point next to 
the machine on the bottom floor! 
You should still have 10 blocks of 
energy remaining; operate the 
machine to fight the Ultima 
Weapon. 


@ Draw out the final and most pow- 
erful GF, Eden. Use Cerberus to 
Double and Triple your party. Cast 
Regen, Shell and Barrier on all 
three members. Draw Demi from 
the boss and cast it for massive 
damage. Aura and your best GFs 
are most effective. Make sure that 
each character has some way to 
revive a friend taken out by the 
Ultima Beam —that burning sensa- 
tion you feel is 9998 HP of damage. 


Age: 23 
Height: 191cm 
Date of Birth: 7/6 

Blood Type: 0 
Weapon: Qatar 
Special Tactics: Blood Pain 


Islands Closest to 
4) Heaven and Hell 


@ The westmost and eastmost 
islands on the world map are littered 
with dozens of hidden, high-powered 
draw spells. They’re also littered 
with the most difficult random 
encounters the game has to offer. 
Equip Diablos’ “Enc-None” ability to 
clean up on Draw Points. Fight the 
enemies to clean up on experience— 
sometimes over 2000 EXP ina single 
battle! Odin’s deus ex machina 
nature can come in handy. 


Balamb Garden 
is wired 


Return to the second-floor home- 
room periodically to check up on the 
Balamb Garden Network. Seiphie 
keeps her online diary up- 
to-date with her perspec- 

tive on the party’s 

goings-on. There’s also 

a public bulletin board 

and Selphie’s own 

shrine devoted to 

“Sir Laguna.” This is 

where all those Timber 

Maniacs you read about 

end up! While absolutely option- 
al, the virtual Web sites make for 
some interesting reading. 


Kiros is a dutiful soldier of Galbadia with a serious 
personality. But he’s not above letting out a few dead- 
pan riffs when Laguna deserves them. Correcting 
Laguna’s mistakes has become his reason for living. 
His slim body and brown skin make him look exotic. 
He is very particular about clothes, but his sense is too 
peculiar for others to understand. 
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Chocobo and 
9 PocketStation 


@ Catch and name a Chocobo ata 
Chocobo forest by isolating a single 
Chicobo. Now, use the Gysahl 
Greens in battle. Your favorite bird 
friend to the rescue! If you have an 
imported PocketStation, you can 
move your Chicobo into the 
“Chocobo World” mini-game. 
Maneuver your Chocobo around the 
map toward the “event” squares. 
When you meet an enemy, alterna- 
tively hit left and right to increase 
the speed of your ATB. A well-bal- 
anced weapon is better than a lop- 
sided one. Cactuar’s items are con- 
verted to booty when Chicobo 
returns to the game. 


@ The higher your level, the more 
likely you will successfully rescue 
Mog at an event square. Rescuing 
Mog nets you the Mog’s 
Armlet. This item gives a 
GF the “MiniMog” 
Command; when used 
in battle, Mog will par- 
tially restore the HP of 
all junctioned GFs. 
When Chocobo reaches 
Level 50, he evolves and 
his in-game attack becomes 
more powerful. Chocobo evolves 
again at Level 100. 
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Want 


A) Card Club 


@ CC members can be found around 
Balamb Garden; win at least 15 card 
battles within Balamb Garden proper 
and CC members will begin to reveal 
themselves. Defeat them in the fol- 
lowing order: 


CC Jack: Randomly appears in front 
of the directory in the main lobby. 
CC Joker: Sells items on a plank 
inside the training facility. Randomly 
uses Leviathan. 

CC Club: Appears randomly outside 
of dormitory. 

CC Diamond: Two-girl team in front of 
directory map in main lobby. 

CC Spade: The man who gave you 
your seven-card starter pack, on 
second-floor walkway. 

CC Heart: It’s Xu! Find her on the 
bridge. Randomly uses Carbuncle. 
CC King: “Card” talk to Dr. Kadowaki. 
Now, the King sometimes appears 
when you stay in Squall’s dormitory. 
Randomly uses Gilgamesh. 


This Joker has the Leviathan 


Card. Defeat him! 


() Cards on Disc 4 


@ If you want to obtain all the cards, 
be certain to complete the Card Club 
quest before the end of the third 
disc! On Disc 4; the Card Club will 
accompany you onto Ragnarok and 
their playing arsenal will be upgrad- 
ed to include level 7-8 cards. 


The Card Queen will move to the 
southwest peninsula of Esthar. 
Battle her to win level 9-10 cards. 
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Card Section 


es The Queen of Cards 


@ The Queen of Cards quests can be a 
nightmare; it’s highly recommended 
you wait and complete your collection 
on Disc 4. But for the more masochis- 
tic out there, here’s an explanation 
anyway. Lose or win a rare card to the 
queen and seek her out around the 
world. Once she arrives at Dollet, she 
begins a quest. Lose to her a rare card 
of her choosing, then chase her 
around the world until she returns 

to Dollet once more. Now she will 
reveal the location of a rare card. 
Don’t think you can just go find the 
card because you know where it’s 
located—you have to have the 
Queen’s “go ahead” first. The cards to 
lose and win are as follows: 


@ MiniMog --: Kiros, from man in 
black suit in Deling City shopping area 
© Sacred ---: Irvine, from Fisherman 
Harbor’s mayor’s wife Flo. 

© Chicobo ---: Fat Chocobo, from 
man on bench outside Balamb Garden 
library 

@ Alexander --: Doomtrain, from 
Timber pub bartender 

© Doomtrain -~: Phoenix, from 
Esthar President’s assistant 


“Intentionally” lost cards can be 
recovered from the Queen’s son in 
the casino in Dollet. Other cards 
lost to the Queen can be won back 
from her. 


Obtain 


Ever 


Area A and learn a new card rule. 
When you play a game in Area B, 
an area without this new rule, the 
opponent may suggest you use a 
combination of Area A’s and B’s 

rules. If you like the rules used in 


a game with a combination of the 


@ There is a single extremely rare 
card that must be obtained on Disc 
3: the PuPu card. First, equip 
Diablos’ “Enc-None” Ability and 
search for the four UFO sites around 
the world. Enter the locations on 
foot; your party will enter an “empty 
battle and watch a UFO pass by. The 
locations are: 


” 


@ Outside of Winhill town. 

@ Mandy Beach, just northeast of 
the town of Timber. 

© Heath Peninsula, an island east of 
Trabia Garden, just past a long, 
beachy peninsula. 

O Kashkabald Desert, the large 
sandy region southeast of Centra 
continent. 


Thank goodness it's difficult to 
find a character this coyingly 
cute. 


@ After sighting all four UFOs, fly the 
Ragnarok to the rocky cliffs above 
the Chocobo Shrine in the northeast. 
Land, encounter a UFO, and defeat it. 
Finally, head to the crater where 
Balamb Garden used to be and 
encounter PuPu. Use the “Item” 
command to feed him five Elixirs and 
be rewarded with the PuPu card. 
Even though it’s level 5, it’s perhaps 
the hardest card to obtain in the 
entire game! 


Some cards take more work to 
obtain than others; be sure to check 
the sections on the Card Club and 
Queen of Cards. Here are the loca- 
tions for every single “rare” (level 8- 
10) card in the game: 


the other area, say yes; you will play 


two areas’ rules, and it is possible 
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Special Card Section 


Lar i 7 


How rules are transferred 


Imagine that you play a card game in 


that Area A’s rules will become 
“default” rules for Area B. If you 
don’t want Area A’s rules to “spread” 
into Area B, repeatedly reply “No” 
when asked to combine rules. 
Eventually, the player suggests a card 
game without rule combinations. 

Try to keep the “Random” rule from 
spreading, as it makes card battles 
nigh impossible! 


PuPu: See “PuPu Card” section. 


| Fat Chocobo: 
| library on bench. (Queen of Cards 
| quest). 

| Angelo: Watts of the Forest Owls. 
| Gilgamesh: CC King. os 
ES te: Boy running laps around | 
| 1st floor Balamb Garden. : 
& - Chicobo: Successfully summon large — i 
| chocobo at all six chocobo forests; a 
| proceed to Chocobo Shrine. mi 
| Quezacotl: F.H. Mayor Dobe. - 
Shiva: Trade “Girl Next Door” maga- | 
zine to Zone. be 
| frit: Defeat Ifrit. 

| Siren: Card Master on second floor 
| of Dollet pub. 

| Secret: Defeat Brothers. 


| Minotaur: Defeat seeded 


Diablos: Defeat Diablos. 
| Leviathan: CC Joker. 
| Odin: Defeat Odin. 

| Pandemona: Zell’s neighbors. 

| Cerberus: Defeat Cerberus. 

| Alexander: Piet in Lunarside Base. 
| Phoenix: Esthar presidential assis- 
| tant (Queen of Cards quest). 

| Bahamut: Defeat Bahamut. 

| Doomtrain: Timber pub bartender 

Queen of Cards quest). 

: Defeat Ultima Weapon. | 


Eee 
Sore 


Pee 
ee 


AS i AA eR Fe Oe ee Wi . estar ae ey eet : 
rE es eo 


"Ward: Dr. Odie in Esthar. 

Kiros: Man in black suitin Deling 

) city Shopping area (Queen of Cards 

| quest). : 

Laguna: Ellone in Lunarside Base. 

2elphie: Selphie’s best friend in a 
-Trabia Garden. De 

 Quistis: “Trepe Fan Club” members — | 
_ in Balamb Garden. 

Irvine: Flo, F.H. mayor’s wife (Queen 

of Cards quest). 

Zell: Mrs. Dincht in Balamb town. 

| Rinoa: Lose Ifrit card to General 

_ Caraway in Deling City. Win Ifrit back 

Ee _ from Martine in F.H. 

a Edea: Edea at Edea’s house. 

| Seifer: Cid at Edea’s house. 

| Squall: Laguna at Esthar. | 


ee Veen 


wed 


3 
ae 


os 
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Overview: Cactuar’s 

damage strength is 

equal to the tens digit 

of his level multiplied 

by one thousand. For example, a 
level 47 Cactuar would deal out 4 X 
1000 = 4000 HP in damage. Cactuar 
is the only GF that can increase your 
Evasion and Luck statistics, making 
him particularly useful for the game’s 
“intangible” benefits. Cactuar joins 
with innate knowledge of several 
“Bonuses,” helping savvy players 
pump critical attributes. 


GARR NCAR RA SM 


| Overview: Bahamut’s 
powerful non-elemen- 
tal attack makes him 
an ideal GF to summon 
against nearly any foe.-While he 
shares many useful abilities (such as 
“Mug”) with other GFs, his unique 
skills put him in a class of his own. 
“Ability x4” turns one lucky character 
into a powerhouse. “Rare Item” 
makes collecting those difficult-to- 
find weapon ingredients far less of a 
chore. “Auto-Protect” gives a charac- 
ter an innate Barrier, increasing 
his/her resistance to physical attacks. 


Open the Lunatic 
7 Pandora Box 


@ Complete all desired sidequests 
before entering the Lunatic 
Pandora. Fly the Ragnarok to the 
Lunatic Pandora now hovering over 
Tear’s Point. You'll immediately 
fight Raijin and Fujin. Draw Full-Life 
from the pair and then deal with 
them as you did before—only this 
time, Bahamut is useful as a non- 


elemental GF, while Doomtrain can ° 


afflict them with a variety of status 
ailments. After defeating the duo, 
head north and hang a left. Talk to 
Biggs and Wedge then enter the 
tunnel on the left. After leaving the 
o2 Elevator, take the 01 Elevator 
and follow the path to where you 
were previously ejected. This time, 
you fight. Have Thundraga junc- 
tioned to your attacks and summon 
Quezacotl. Cerberus is a must, as 
his attacks can reduce your entire 
party to a single hit point apiece 
and you’ll need to heal quickly. 
Continue past him to reach 

Seifer. Draw Aura repeat- 

edly; this is your only 

chance to stock up on 

this invaluable spell. 

To repeat: STOCK 

AURA. When you get 

tired of stockpiling, 

cast Aura on yourself 

and make mincemeat of 

the poor boy. End Disc 3. 


Date of Birth: 
Blood Type: 
Weapon: 
Special Tactics: 


Harpoon 


Massive Anchor 


@ Squall - He always hits for a 
decent amount of damage, but his 
randomized “finishing” moves are 
where he really shines. His final 
weapon, the Lionheart, unlocks the 
“Lion Heart” Limit Break—a doozy 
that hits for upward of 180,000 HP 
of damage! 
@ Irvine - Give him good bullets 
and watch him thrive. Fast Ammo 
pummels an opponent 
relentlessly, while the 
Slow-firing AP Ammo 
bullets hit for 9999 
HP of damage. The 
rare Pulse Ammo 
does both. 
© Quistis - She’s 
only as good as the 
skills you teach her, but 
some—like the ridiculous- 
ly defensive Mighty Guard— 


FINAL FANTASY VIII 


give you instant advantages you 
can’t find anywhere else. 

O Zell - Take the time to memo- 
rize his moves and the way they 
link. With nimble fingers, you can 
string them together for massive 
damage. 

© Selphie - Her Slot is mostly a 
crapshoot, and you’ll probably 
spend more time cycling than you 
do casting. But some skills, such 
as Full Cure, Wall and the apoca- 
lyptic The End, are well worth 
spinning for. 

@ Rinoa - Even after she’s learned 
every Angelo skill, Rinoa is mostly 
worthless. Later in the game, she 
gains some value with Angel Wing 
This skill turns her into a berserk- 
er sorceress that casts random, 
don’t-have-to-be-stocked spells 
for five times the usual damage 


A large Galbadian soldier. Big fellow, salt-of-the- 
earth, and very dependable. His warm-heartedness 
and boisterousness is often a foil to Kiros’ calculating 
nature. Being more than 2 meters tall, he is very pow- 
erful. Something of the silent type. 


www.videogames.com 


FINAL FANTASY VIII 


XG STRATEGY 
Adel to Ultimecia’s Castle 


The Complete 


Final 


45 Adel _ SA Ultimecia’s Castle 
@ Form a new party and head south R t t Se . we Ties coterete He casia leon 
from where you fought Seifer. Climb e UPA 0 a aa the beach: Climb the chain to the 


the first ladder, the pinion, and con- 
tinue right along the ledge to the 
right to meet Adel. Most of your GFs 


ee entrance. Ultimecia has used her 
Ra { narok a . great power to seal off your various 


abilities, and you’ll need to earn 


and powerful spells are out of the @ Enter the door closest to the , — is 2 them back, one at a time. While 
question as you can’t risk damaging castle and arrive in a forest. : 3 : this walk-through is written from the 
Rinoa. Use physical attacks and tar- Head to the northwest of the Bo fe a . perspective of a single run-through, 
geted spells to damage Adel; toss forest to receive a free it is strongly recommended that you 
Rinoa a Cure spell from time to time. _ Chocobo. Ride the Chocobo : Save your game outside the castle 

south along the shallow shores : after each victory. Junction powerful 
@ The first Save Point is real, but the of Esthar until you reach the eee . magic to your strength and make 


rest are fakes. You'll now fight a long, Centra continent. The Ragnarok oc agai Sure your party is fully healed. The 
continuous battle against a number can be found in the deserts just — first boss, Sphinxara, is waiting in 
of witches. The “decoy” witches have _ west of Cactuar Island (red dot on . the middle of the main hall. 

only a few thousand HP apiece. The __ the world map.) Enter the gateway Continually attack him, and unlock 
final form—you’ll know it when you near the ship to return to the castle. the Magic command. 
reach it—poses a slightly greater _ Ss 

challenge. She can hit party mem- 
bers for slightly over 1000 HP in dam- 
age, so don’t let your HP drop. When 
her countdown starts, either kill her 
quickly or Shell and Cure your 
party—an Ultima blast is on the way. 


@ Returning to Ragnarok gives you now packing even rare, one-of-a- 
more than just increased mobility. kind cards found only under special 
Card Club members will find that conditions on previous discs. 

their CC brethren have come along Complete your collection! 

for the ride. Moreover, the CC is 


There’s a sorceress who's sure 
all that glitters is gold... 


ee all 752 
> tevine BO17 


‘ %, 
3 ghee ala . 
JO itt eae ee ee 


Where there's a witch, there's Exit here, and head north to here, to get this! Fly away! Wa’ } 
a way. the forest. Take the chocobo... @ {/ 
orcere i > 
Statistics: 
A witch with bewitching beauty who appeared in Galbadia, Age: Unknown 4 
Edea uses telekinesis, teleportation, barrier and brainwash- Height: Unknown 
ing to control people as she likes. Conniving, calculating Date of Birth: Unknown 
and just plain evil, the sorceress Edea allies with Galbadia Blood Type: Unknown 
only to further her own agenda. But what is her agenda? Weapon: N/A 


And why has she arisen to power only now? Special Tactics: | Magical Manipulation 
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Overview: Eden shat- 

ters the 9999 barrier, 

potentially dealing 

nearly 40,000 points 

of damage to foes. The “Devour” 
Command has a low success rate, 
but if it connects can instantly kill 
any foe. “Expendx3-1” lets a charac- 
ter cast a Spell three times for the 
price of one. “GFAbl Med-RF” lets 
you create items that teach your GFs 


useful skills. 


@ Head up the stairs to the right, 
then continue right through the 
door. Head down the stairs and 
north to reach the art gallery. 
Examine all of the paintings on the 
first- and second-floor walls before 
examining the large painting on the 
first-floor west wall. Enter the 
names that contain the Roman 
numerals at which the floor clock’s 
hands are pointing: VIVIDARIUM, 
INTERVIGILIUM and VIATOR. 
Trauma is weak against air attacks, 
so cast Tornado if you have it. 
Unlock the Draw command. 


@ Continue north through the first 
floor of the gallery and descend the 
Stairs to the basement armory. 
Enter the door on the left, take the 
Prison Key, and fight the boss. Red 
Giant’s defense is extraordinarily 
high, so Gravity-based attacks are 
your only hope. Draw “Demi” and 
cast it against him. Unlock the GF 
Command. 


iy Ultimecia’s Castle (cont. 


@ Return to the main hall and head 
through the north door. Walk across 
the chandelier and it will fall. Open 
the battered hatch and enter the 
basement. Junction Firaga to your 
attack and Thunderga to your 
defense. With the proper Junctions, 
this guy isn’t challenging. Unlock 
the Resurrection ability. 


@ Leave the cellar and head north. 
Continue north past the fountain 
and up the stairs to the right of the 
organ. Cross the bridge until the 
key falls. Backtrack to the room 
with the bent hatch and head west 
to reach the main hall. 


| don’t think you 
understand the “grav- 
ity” of your situation. 


@ Continue east across the great 
hall and through the art gallery, 
returning to the basement armory. 
Find the Armory Key in the river and 
unlock the door on the east side of 
the basement. Gargantua is weak 
against Holy attacks. Unlock the 
Limit Break ability. 


@ Now, you’ll need two 
simultaneous parties: a fully 
equipped “real” party for 
/ fighting and a “dummy” party 
for flipping switches. The 
“dummy” party just needs 
Diablos and his “Enc-None” 
Ability. Lead the “dummy” 
party up the stairs of the main 
hall and through the door on 
the left. 


@ Continue along the path until you 
reach the elevator’s green “party 
exchange” circle. Lead the “real” 
party up the left staircase above 
the armory and walk west to the 
second elevator. (If the elevator 
doesn’t move, return to the gallery 
and examine all of the paintings.) 
Take the “dummy” party west to 
find the Floodgate Key; then, have 
them bring them to the basement 
armory. Examine the handle to the 
right of the prison door to drain the 
water. Return to the fountain on the 
west side, just before the organ, 
and take the Floodgate Key. Head 
south to the “party exchange” 
circle and switch back to the 

“real” party. 


seein 
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Missing any 
Magazines? 


Missing any magazines? 
Almost all can be purchased in 
Esthar after learning Tonberry’s 
“Familiar” Menu. 


Weapons Monthly 


Win from Elvoret, boss of 
Dollet assault scenario. 
In Dormitory after 
evening with Quistis in 
Training Center 

Find in Deling City 
Sewers after Disc 1 

Win from BGH521F2, 
boss of the Missile Base 
Find in west of Training 
Center after Disc 2 

Find south of Trabia 
Garden fountain 

Find in Lunatic Pandora 
Research Center 


Combat King 


Find on the first floor of 
the Galbadia Prison 
Tower 

Defeat Raijin at Balamb 
Town 

Talk to Zell’s girlfriend in 
Library; meet her after 
Staying in Inn in Balamb 
Town 

From Esthar Soldier dur- 
ing Lunatic Pandora 
attack 

Find near Elevator 03 in 
Lunatic Pandora 


Pet Pals 


Receive from Zell 

Find on Rinoa’s bed in 
train 

Purchase from Timber 
Pet Shop 

Purchase from Timber 
Pet Shop 

Purchase from Esthar Pet 
Shop 

Purchase from Esthar Pet 
Shop 


Other Magazines 
Occult Fan I: 


Find on Balamb 
Library shelves 
Find in Dollet 
Card Casino 
Girl Next Door: Find in pile of 
magazines in 
Timber 
Maniac’s bldg. 


Occult Fan Il: 
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46 Ultimecia’s Castle 
(cont.) 
@ Take the “real” party south from 
the elevator room. In the hallway 
with the flickering light, open the 
obscured door on the left. All four 
coffins must be open to fight the 
boss. If the chests are labeled 1-4 
from left to right, examine them: 3, 
1, 4, 2. Catoblepas is weak against 
earth and water and can absorb 
lightning. Keep Thundraga as your 
“Elem-Def” and summon Brothers, 
Shiva and Leviathan. Unlock 
Command Abilities. 


@ Travel back to the main hall and 
take the north door. Have your 
“dummy” party throw the switch in 
the room below the chandelier— 
the room with the bent hatch—by 
standing in the “party exchange” 


circle. Cross the chandelier. The 
boss can dish out massive damage, 
So Leviathan’s “Recovery” com- 
mand is very helpful. Be prepared 
for an “Ultima” blast just before he 


dies. Unlock the Item command. 


Would you be happy if you over- 
slept for a thousand years? 


The Omega Weapon 


@ Looking for a real challenge? 
Omega Weapon is for you. Before 
fighting Omega Weapon, make sure 
your party is prepared. Give every 
character in your party 9999 HP. 
Junction 100 Death spells to all char- 
acters’ Status resistance. Get a lot of 
Hero medicine (if necessary, “Card 
Mod” Laguna’s card). Give charac- 
ters “Initiative,” “Auto-Haste,” Spd-} 
Junctions, and Spd+percentage 
Abilities. “Revive” and “Recover” 
commands are a must. Make sure 
Squall has Lion Heart. 


@ Take your “real” party to the party 
exchange spot before the fountain. 
Your “dummy” party should head to 
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Forces 
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@ Return to the room with the 
organ. Climb the stairs on the right, 
cross the bridge, and enter the door 
on the left. Climb the tower until 
you reach the giant pendulum. 
Jump on it and swing across the 
gap to meet the Tiamat. Summon 
Cerberus and cast Shell and Regen 
On everyone immediately — unde- 
fended, Dark Flare can do upward 
of 7500 HP of damage! Use triple 
Flare, Meteo and Ultima and cast 
Aura on Squall and Irvine. Unlock 
the Save ability. 


Overview: Gilgamesh helps your 
party in a manner similar to Odin— 
only Gilgy has four attacks he can 
unleash. Zantetsuken is Odin’s 
instant death move, while 
Masamune and Excalibur both hit 
all foes for significant damage. 
Excalipur is a “joke” attack that 
barely damages opponents. 


@ Continue along the spiral path, 
traversing the clock hands and 


Too cold, too cold. 


descending the ladders. Save your 
game at the final save point and 
open the door. 


The mighty Tiamat. 


the hallway to the right of the main 
lobby. Pull the string in the bottom 
left of the screen. Switch back to 
the real party and take your party 
north. Enter the battle, cast Aura on 
Squall and Irvine, and then use the 
Hero Drink on your party to render 
them impervious to attacks. Keep 
on casting Aura and using Hero 
Drinks to keep your party in 

prime fighting condition. Revive 
and Recover deceased characters. 
Learn his timing, then summon 
GFs right before his deadly Omega 
Flare. Have Irvine pound bullets 
into him, and hope that Squall’s 
Lion Heart continually connects. 
Good luck! 


XG STRATEGY FINAL FANTASY VII 
Ultimecia to End 


How to Junction 
for best 


Function 


What are the best spells to junc- 
tion to an attribute? Here are the 
top four candidates for each statis- 
tic; the number is the amount by 
which 100 Junctioned uses of the 
spell increases the statistic. 
Distribute your spells wisely! 


Speed > 
6000 __—siTriple 


- 7o 

4800 Ultima 60 __ 

4600 Haste 60. 
Stop 48 


Evasion 


100 Ultima 60 
75 Triple 40 
JO Tornado 32 


Meteor 


Accuracy 
82 Triple 150 
80 Ultima 60 
Meltdown 80 Aura 50 
Regen 70 Double 40 


47 Uitimecia 


Magic Power Luck 


Ultima — 100 Ultima 60 @ The battle begins with an important spells between two or 3 @ The final form has the most power- 
79 Aura 40 unpleasant surprise: Your party / more members. Triple-cast your - ful attack of all: Hell’s Judgment. 
60 Pain 40 is randomly selected. You could try most powerful attack spells and : This deathly blast will send every 
a Death 38 to evenly distribute your GFs and _ use all GFs except for Brothers, - character’s energy plummeting to a 
spells...but come on! This is the ; Doomtrain and Diablos. Cast Aura - miserable 1 HP. Use Leviathan’s 
last boss, and you want to be - wantonly and indiscriminately. - “Recovery” and Curaga to stay afloat. 
95 Reflect 72 your absolute fighting best. Outfit - The second form casts Shockwave -  Triple-casted magic and Aura are 
Curaga three characters for the final - Phasor upon death, damaging each =: again the order of the day. When the 


Armageddon. If one of the other 
three is unfortunate enough to 
show up, take him/her out yourself. 
Another, more suitable character 
should be taking his/her place 
almost immediately. 


form uses “Draw Apocalypse” (note: 
this name may have changed in the 
final version of the game) on itself, 
that’s your clue to do two things. 
First, get your HP at the max and 


Junctions 
Full-Life 
_ Ultima or Meteor 
Meltdown 
: Ultima or Triple 
Reflect 
Triple or Haste 
Tornado 
Aura 
Pain 


Recommended 


HuuallBGes « 
RIGA FADD vincsiaonal 7 


And from this throne she There's no mistake-this is it! 


judges ye all... 


@ The first form can be easily dis- 
patched by a well-placed Aura blast 
from Squall. Take advantage of its 


your Shells ready, because 7,000 HP 
of hurt is coming your way. Second, 
your party can now temporarily draw 


relative easiness to get your character for more than 6000 HP. ~ and stock the secret Apocalypse 
desired party ready to fight. - Be prepared. The third form can hit spell itself! Triple Apocalypse will 
Summon Cerberus and Regen and "your entire party for 2000-3000 HP teach Ultimecia a world of hurt. 
Shell your entire party. The second - atatime, so triple Curega is a must. After a long and arduous battle, 
form is where things start heating ' Continue using powerful spells victory will be yours. Enjoy the 
up. Ultimecia can nullify all uses of and Aura. stunning FMV conclusion. 


a character’s spell, so distribute 
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FINAL FANTASY VIII 


FFVIII] Enemy Listings 


This list has details on the 
enemies found in Final Fantasy 
Vill. You can find out where each 
enemy is located, as well as 
what spells can be drawn from 
each enemy. As enemies 
increase in level along with your 
party, their Drawable spells 


Geezard 


@ Location: Galbadia Forests, 
Grasslands and Hills 
@ Draw: Thunder, Cure 


Funguar 


@ Location: Galbadia Forests, 
Grasslands 

@ Draw: Fire, Sleep, Scan, 
Confuse, Silence 


__ change. For example, a monster 
listed as having “Fire” will almost 
always have Fira or Firaga later in 
the game, and so forth. Not all 
spells may be available at all 
times. 

Bosses are not found on this 
list, but often have powerful 


@ Location: Balamb Garden 
Training Facilities 

@ Draw: Sleep, Silence, 
Berserk, Confuse 


Buel 


@ Location: Fire Cavern, Tomb 
of the Unknown King 
- @ Draw: Fire, Thunder, Blizzard 


Mesmerize 


spells to be Drawn. Be sure to 
check at the beginning of each 
boss encounter for new spells. 
Also know that many enemies 
appear in locations other than 
those listed; however, the listed 
locations are where you are most 
likely to encounter the enemy. 


Forbidden 


@ Location: Centra Ruins, 
Esthar Hills 
@ Draw: Zombie, Blind, Stop, 


» Death 


Armadodo 


: @ Location: Tomb of the 


Nameless King 


- @ Draw: Protect, Shell, Quake 


Tri-Face 


Bite Bug 


@ Location: Balamb Forests, 
Grasslands 
@ Draw: Fire, Fira, Firaga, Scan 


Red Bat 
@ Location: Fire Cavern 
@ Draw: Thunder, Thundra, 
Scan, Drain 


Blobra 


@ Location: Tomb of the 
Unknown King 

@ Draw: Shell, Reflect, Blind, 
Confuse 


- @ Location: Trabia Snowfields 
- @ Draw: Cure, Esuna, Dispel, 
Life 


: @ Location: Island Closest to 
: Heaven 
: @ Draw: Blind, Silent, Bio, 


~ Dispel 


Glacial Eye 


- @ Location: Balamb 
: Snowfields, Esthar City 
- @ Draw: Blizzard, Cure, Scan 


Belhelmel 
' @ Location: Galbadia Desert 
- @ Draw: Thunder, Sleep, 
' Confuse 


Fastitocalon 


- @ Location: Galbadia Desert 
: @ Draw: Blizzard, Sleep, Scan, 
: Water 


Snow Lion 


, @ Location: Trabia Snowfields 
- @ Draw: Blizzard, Berserk 


@ Location: Trabia Snowfields 
@ Draw: Sleep, Thundra, 
Blizzara, Meltdown 


Gesper 
@ Location: Laguna’s 


Scenario(s) 
@ Draw: Shell, Protect 


Fastitocalon-F 
@ Location: Beaches 
@ Draw: Blizzard, Sleep, Scan, 
Water 


@ Location: Galbadia Hills 
- @ Draw: Blizzard, Scan, Aero, 
: Tornado, Float 


Anacodaur 


- @ Location: Dollet Hills, 
- Galbadia Forest 
@ Draw: Fire, Cure, Bio 


Creeps 


- @ Location: Deling City Sewers, 
- Tomb of the Unknown King 
— @ Draw: Thunder, Life, Death 


@ Location: Galbadia Forests, 


~ Island Closest to Heaven 
- @ Draw: Silent, Blind, Confuse, 
- Curse 


SAMo8G 


~ @ Location: Galbadia Prison 
- Tower, Missile Base 
: @ Draw: Protect, Shell, Stop 


Death Claw 


- @ Location: Edea’s House’s 
: Forest 
: @ Draw: Aero, Dispel, Reflect 


Blood Soul Grendel ae 


@ Location: Galbadia Desert 
@ Draw: Zombie, Float, Silence, 
Dispel 


- @ Location: Galbadia Hills, 

: Island Closest to Hell 

: @ Draw: Fire, Blizzard, Cure, 
- Double 


: @ Location: Cactuar Island, 
- Centra Desert 
> @ Draw: Haste 


Caterchipillar 2 Jelleye | "ae 


@ Location: Balamb Forests 
@ Draw: Thunder, Cure, Slow, 
Stop 


Cockatrice 


@ Location: Galbadia Forests 
@ Draw: Thunder, Break 


www.videogames.com }) 


: @ Location: Centra Grasslands 
- @ Draw: Fire, Blizzard, Thunder 


Grand Mantis 


: @ Location: Centra Deserts, 
- Forests 
- @ Draw: Water, Esuna, Life 


: @ Location: Centra Ruins 
- @ Draw: Death 


Avis Womb 


: @ Location: Centra Desert 
- @ Draw: Aero, Tornado 


XG STRATEGY 
FFVIII Game Lists 


FFVIII Spell Listings 


Here is a list-of the spells found in Final Fantasy VIII, 
with a brief description of each. 


Fire/Fira/Firaga: Fire elemental attack 
Blizzard /Blizarra/Blizzaga: 

Ice elemental attack 
Thunder/Thundra/Thundraga: 
Thunder elemental attack 
Water elemental attack 
Wind elemental attack 
Poison status attack 
Gravity attack (causes 
damage equal to 1/4 
of target’s maximum HP) 
Holy attack 
Strong Fire elemental attack 
Strong non-elemental 
attack, strikes all foes 
Earth elemental attack 
Strong Wind elemental attack 
Strongest non-elemental 
attack, strikes all foes 


Water: 
Aero: 
Bio: 
Demi: 


Holy: 
Flare: 
Meteor: 


Quake: 
Tornado: 
Ultima: 


Restores HP 
Resurrect/Resurrect with 

full HP 

Restore HP gradually each turn 
Remove status ailments 
(Poison, Petrify, etc) 

Nullify status effects 

(Haste, Reflect, etc) 

Reduce damage from 

physical attacks 

Reduce damage from 

magic attacks 

Reflect spells back onto caster 
Unlock Limit Break skills 

Cast a spell twice ina 

single turn 

Cast a spell three times ina 
single turn 


Cure/Cura/Curaga: 
Life/Full-Life: 


Regen: 
Esuna: 


Dispel: 
Protect: 
Shell: 
Reflect: 
Aura: 
Double: 
Triple: 
Haste: 
Slow: 


Stop: 
Blind: 


Double speed of target 

Half speed of target 

Freeze speed of target 

Target is unable to success- 
fully use physical attacks 
Target.is unable to control 
actions 

Target falls asleep and is 
unable to act 

Target is unable to use magic 
Target is petrified 

Target dies 

Target loses HP; caster gains 
HP lost by target 

Target is afflicted with variety 
of status ailments 

Target is unable to control 
actions and attacks auto- 
matically; strength is doubled 
Target flies avoids Earth ele- 
mental attacks such as Quake 
Target becomes undead and is 
harmed by curative and Fire 
elemental spells 

Target is afflicted by Vit 0; 
damage to target increases 
Displays statistics, strengths, on 
and weaknesses of target 

Most powerful spell; can only - 
be drawn from Ultimecia 


Confuse: 
Sleep: 
Silence: 
Break: 
Death: 
Drain: 


Pain: 


Berserk: 


Float: 


Zombie: 


Meltdown: 
Scan: 


Apocalypse: 
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Road Rash © 1998, 1999 Ei ics Arts. All = 
rights reserved. Road Rash is atrademarkor 
registered trademark of Electronics Arts in the 

U.S. and/or other countries .Road Rash 64 is 
published and.distributed Dy THO ING. under 
exclusive license by Elestronic Arts. THO andthe 
THQ logo are trademarks of THOANC. Nintendo, 


‘Nintendo 64 and }0 are trademarks of 
Nintendo of America Inc. © 1996 Nintendo of 
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XG STRATEGY 


Bringin’ Back 
the Hardcore 


by Ryuu Niten 
Freelance Calibur Freak 


elcome to the 

first part of XG’s 

advanced Soul 

Calibur strategy 
guide. With your recent 
purchase of this excellent 
game (you DID buy it, 
right?), ’ll bet you’ve 
been staying up late 
playing it quite a bit, 
haven’t you? And you’re 
probably wishing for 
“mad skillz” when play- 
ing against your friends, 
right? Well, it’s a tough 
thing to do with little or 
no guidance, so it’s time 
to make it happen with 
the help of Expert 
Gamer's Advanced Soul 
Calibur Strategy Guide. 

So if you’ve been stuck 

on a plateau for a couple 
weeks (or you just plain 
suck), this strategy guide 
is what you'll need to ele- 
vate your technique to the 
next level of gameplay. 
We’ll guarantee to make 
you into a Soul Calibur 
superstar! 


Make sure to check out 
www.soulcalibur.com for 
basic info on the game! 


databas: 


time to complete 20 min/char. 
challenge Moderate 
mission battles? Super Duper 
better than T3? Hmm... 
best advice Practice Hard 


also try Soul Blade (PS) 


system Dreamcast 
publisher Namco 
developer Namco 


TEEN 


jane 


AGES 13 
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PARL LUT Il 
MOVES KEY: 


® Since this guide is written in a lan- 
guage all its own, you'll have to under- 
stand the author's dialect as fluently as 
he unleashes it. Use this key for all 


¥ yN aw moves listed throughout 


the entire guide. 
<«¢N> 


®@ Each arrow repre- 
sents one directional 
press of the control stick 
(or pad). “N” is for the 
neutral position. 


AB 
& 


@ Our guide represents 
the buttons used in the arcade version. 
G on the DC pad/stick is actually the 
“A” button, and represents Guard. A on 
the DC is the “X” button, and repre- 
sents A Slash (horizontal slash). B on 
the DC is the “Y” button and repre- 
sents B Slash. Finally, K on the DC is 
the “Z” button, and represents Kick. 


Or power-up 

attacks. These 
are extremely 
common. 


@ The convention of # is used fre- 
quently to demonstrate sliding one 
input to the next. These require Some 
dexterity with quick and sequenced 
inputs. Practice, practice, practice! 


WHAT IS “CHEAP?” 


® Before we get into the character strategy, it is imperative 
that the age-old question of “What is cheap?” be answered. 
In a word, NOTHING. Soul Calibur is a well-balanced game 
that offers a level of gameplay depth rivaled only by Tekken. 
There is no single aspect of dominance in the game. When 
you read soulcalibur.com’s “System” section you will quickly 
realize that there is an escape for every move in the game. 
The game is 100% pure mind games and strategy, and this 
my friends, will produce the winner. It is more common for a 
player who just plain sucks to bitch about the systems of the 
game, rather than admitting that he/she just sucks. Why not 
learn the system? And crush your opponent! Below are some 
answers to common “cheapness” tactics... 


THROWS: 

® All throws in Soul Calibur can be escaped with A or B. This 
is easy and the only challenge is to merely learn the throws 
your opponent is using and know the proper escape. 


JUGGLES/AIR COMBOS: 

®@ Soul Calibur has a system known as Air Control that 
enables you to control your direction in the air and thus 
avoid juggles. Just hold any direction while you are being hit 
in the air and you will move in that direction. 


GROUND HITS: 


® Soul Calibur has a myriad of tech rolls and methods to 


(84 


® All directional or button 
commands that are sur- 
rounded with [ ] brack- 
ets represent a hold. 
Soul Calibur uses but- 
ton holds and direction- 
al holds to shift attacks 


[We] (a) (FF 
[@) (NY >) 
Lah 4c, 


[Al [B] [Kl 


spring back on your feet. It’s also possible to quickly guard 
attacks off the ground. Again, use soulcalibur.com for your 
reference guide. 


GUARD IMPACTS: 

@ There are no guaranteed hits after a Guard Impact (except 
Astaroth’s escapable throw) so all you need to do is a reverse 
Guard Impact against the incoming attack. Simply tap ® +G, 
@+G, 9%+G or B+G to counter the incoming strike. However, 
you should be aware they too can reverse Guard Impact your 
next attack. The Freestyle Setting in the Practice Mode menu 
will allow you to practice against Guard Impacts. 


UNBLOCKABLE ATTACKS: 

®@ All unblockables come out extremely slow. So long as your 
opponent maintains a solid offensive, they are the last thing 
he/she should worry about; remember Soul Calibur is the 
aggressor’s game. 


RING OUTS: 

@ If you fall victim to the ring out, it is a fatal tactical error on 
your part. Soul Calibur has terrain that you must be aware of 
at all times. Only very specific moves ring out, so it was plan- 
ning and wisdom on the part of the aggressor that resulted in 
the Ring Out, not dumb luck or cheapness. If you want to 
avoid being smacked out of the ring, the easiest way is to 
remain aggressive and push your opponent back (instead of 
being pushed yourself). There is no excuse for a ring out, 
period. Even when playing EGM’s Che “Ring Out” Chou. 


WE'RE TALKING 
SOUL CALIBUR! 


@ Now that you further 
understand the moves key, it's 
time to learn the dialect that 
our hardcore author uses. 
You'll often see terms like 
"rushes" and "pokes" and so 
on. Most people would say, 


“What the hell is a poke?” 

If you don’t understand what 
he’s referencing, this guide 
won't be of much use to you. 
The following is a breakdown 
on how to better understand 
the terms of Soul Calibur. 


INTERRUPTS: 


@ Interrupting is the simple and power- 
ful application of quick strikes to hit 
your opponent out of their strikes, cus- 
tom strings and rushes. 

® Interrupting can be both an offensive 
tool as well as a defensive one. When 
you are pressuring your opponent, and 


Nightmare 
a>+ 


RUSHING/RUSHES: 


@ Advanced players may confuse this term with the term 
“custom string.” Rushing does include custom strings, 
although rushing is a term used to describe offensive 
advances via custom strings, and throws or special move- 
ments. A custom string is a series of moves that flow 
together seamlessly. A simple example of a custom string 
would be with Xianghua using 4,44 and then A,A,B. These 
two simple attacks link together well, since they both 
advance Xianghua forward and their speed is nearly unri- 
valed (check the character sections for custom string exam- 
ples if it applies to the character). The point of separating 
the term rush and custom string comes into play with slow- 
er characters like Astaroth or Nightmare. These characters 
are way too slow to use custom strings, but they can most 
certainly rush. A rush is something more than a simple 
series of attacks. It is a method of advancing upon your 
opponents, and pressuring them with an effective offensive 
(using custom strings, staggers or throws). 


® This is all nice and pretty on paper, but it really hasn’t 
done anything to help you understand just “exactly” how to 
rush. It’s about time we break it down. Rushes can be initi- 
ated at any time, within any range. 


you know he/she is likely to attempt an 
interrupt, simply have an interrupt of 
your own waiting for him/her. 

®@ An easy way to illustrate this would 
be with Nightmare. Nightmare’s f+ 
series leads to a variety of powerful 
mixups, although if your opponent 
crouches under the initial hit it is 
possible for him/her to interrupt you 


your assault. 


before you get the chance to use them. 
In this case, use a + 
the 44+KK, series to peck him/her out 

of his/her interrupt attempt and resume 


@ It is nearly impossible to maintain a 
100% rushing style against a strong 
opponent, so you will be forced into 
defensive mode from time to time and 


@ The key is to understand both your opponent, and the 
character he/she is using. Let’s use the example of 
Xianghua versus Nightmare. We can see that Nightmare 
easily owns Xianghua in terms of range, so in order for her 
to rush Nightmare, Xianghua first needs to overcome the 
reach disadvantage. To do this, one simply needs to look at 
Nightmare’s mid-ranged attacks. They are very easy to side 
step (or swing around), meaning it would be best to rush in 
with side steps to lure high attacks and then use the A+! 

to slide under them. Initially, most people will consider this 
far too much trouble for such small rewards. What you need 
to remember though, is that Soul Calibur highly caters to 
aggressive gameplay. 


@ The more you rush your opponent, the further they are 
pushed to the edge. Know your ring outs well, and a strong 
rush will drive fear into the heart of any opponent. Before 
we finish up, let’s take a look at this situation in reverse, 
with Nightmare versus Xianghua. In this scenario, 
Nightmare has the clear range advantage while Xianghua’s 
tricky movements will allow her to sneak around attacks. 
So to rush an expert Xianghua, Nightmare would have to 
confuse the user’s estimations of his attacks to avoid being 
countered. Simply moving into Nightmare’s ideal mid range 
and using a B~G Cancel to #4 +A would work nicely. 


thus you'll need to know when and how 
to best interrupt your opponent (and 
resume your offensive). 

@ Interrupts are usually limited to quick 
strikes with strong evasion properties 
such as Xianghua’s @+A. 

@ Below is a small list of attacks that 
can serve as useful interrupts for the 
various characters. 


or # +K after 


Maxi 
a+ 


ap+ it 


2 Gt 
a> [> )+ 


. wth 


(special motion) 


Mitsurugi 
av+ 

s 

a B+ 


™@ The primary advantage of using an interrupt is that you are far more prone to hit the opponent on a counter hit, thus inducing a heavier-hit stun enabling you to 
resume your offense easily or go for throws. The only note of caution is that it is possible to over-rely on interrupts and casually wait for your opponent to attack you. 
This is effective so long as your opponent attacks you foolishly. However, once your opponent catches on and begins turtling with you what are you going to do? 
Over-relying on interrupts is considered cowardly in some circles and it just plain is. Since your life isn’t on the line in fighting games try to have some fun and 


stay aggressive. 


POKING: 


® Poking is a means of applying a series 
of interrupt-style hits against opponents 
in an offensive manner to halt their rush- 
es and frustrate them into a defensive 
style of play. A simple poking set with 
Mitsurugi would be interrupt with A, 
#2+B,>+B~4, dash in ¥+A, and so 
on. Poking is a way of pinning your 
opponent down with interrupt-style 
attacks solely so that more than any- 
thing you prevent your opponent from 
starting his/her offensive. 

™@ Once you successfully pin the oppo- 
nent down he/she will fall into a more 
defensive mindset enabling you to begin 


WHERE'S THE BEGINNER 
STUFF? 


@ If you’re new to Soul Calibur, you’ll 
have just about realized we’ve done 
nothing to cover the utmost basics of the 
game —the meat and bones you'd need if 
you had never played the game before. 
Well we don’t call ourselves Expert 
Gamer for nuthin! Honestly, there are 
some awesome Web sites that fully detail 
the basic and advanced systems of the 
game, so much so that for us to cover 
them would be beyond redundant. 

®@ The System section alone at www.soul- 
calibur.com is several times longer than 
the entire 12 pages of this guide! Read 


your rushes easily. Like interrupting it is 
also common for some players to rely 
entirely on poking for their entire game. 
@ While this isn’t considered as lowly as 
playing an interrupt-only style it is nei- 
ther fun to do nor fun to watch someone 
use such a limited set of moves. Like 
interrupting, it is foolish, as Soul Calibur 
rewards the aggressive rusher more with 
ring outs and terrain advantages over the 
defensive poker. Naturally slow charac- 
ters poke poorly so only characters like 
Taki, Maxi, Xianghua, Mitsurugi, Sophitia 
and Voldo will be able to maintain a 
strong poking game. 


and you shall be enlightened. The site’s 
creator Jarney@namco.com) has done 
more of the “push” for Soul Calibur in 
America than any other human alive, so 
go to the System section and see the 
evangelist’s work. 

® The Soul Calibur Network (www.lumin- 
pro.com/soulcalibur) features some bril- 
liant insights into the characters and sys- 
tems of the game. Like soulcalibur.com, it 
has an active and fun message board to 
talk with fans. These two sites alone con- 
tain enough information to bring you into 
the expert realm of play. Respect them 
and learn from them as much as you can, 
as we dish out the toughest body-bangin’ 
Strategy that mankind has ever known. 


@® 


ABOUT THE CHARTS: 


@ You will notice that we are using a ton of charts to explain the 
offensive rushes of each character. It would be nice to 
explain their offensive strengths and weaknesses in 
great detail. But since we want to cover more than 
only one character in this guide we used rush charts 
to give a short but sweet methodology. 

™@ The charts are merely present to push you in 
the right direction and give you some ideas to 
play around with. Spend some serious time in 
Practice Mode with the charts and create your 
own dimensions in them. More than any- 
thing you will want to create your own 
style in Soul Calibur so never consider 
using these charts as your whole game 
but merely use these charts as a way to 
learn more advanced techniques. 


| =Guard 


=Low risk series. This is a commonggattern to 

~~ follow to sade your operat Recommended 
if the opponent successfully blocks the 
previous attack. 


i =Moderate risk series. Hig 
high reward. 


___ =Combo series 


W Taki is the only character in the game who can cancel a quick rush attack 


into an 8Way Run both naturally and instantly. From here your safest initial 
attack is SWR @+B (4,8,[8],B). Once you’ve intimidated your oppo- 


nent with this, begin using the 8SWR #+4,B,B,B 


(4, 44,[47],,8,8,B) followed by a @#[@]}+B or a 8WR 
f\~#---PO to cancel into Possession attacks. 8SWR #+K, 2 
(,,[4],K, 04) can also work wonders as it evades and suddenly 


cuts in with a massive stun-based combo. 


nthe 


[# ]+A+K 


TO 
PO CHART 
[aw +A 2 
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| [#]+A,B,B,B 


i 


CANCEL 
a eK 


uy ie 


; [a }+A 


i 1+K 


WW As a combo stylist Taki’s strongest attribute is the power 
of her #+B+K, since it has a wide circular hit area with 
deceptive range. The strongest use of the @+B+K is ona 
waking opponent and in anticipation of a downed opponent 
using a tech roll. The @+IB+K CAN be rather slow, but experi- 
ment with it and learn how to set it up. Learn to exploit the 
deceptive range and unusual hit area and you can easily turn 
Taki into a combo machine. Once the opponent crouches in 
fear of the #+IB+K, use the +B to lift him/her, then finish 


with a combo. 


@ The 4,4 start is best as a quick interrupt or rush series after 


@ Possession is the meat and 


Possession Rush (POR) and the ability to cancel it into basic 
attacks (PORC). When you first start using the POR you'll need 
to heavily rely on the POR 4a; this attack crouches, side steps, 
and jumps making Taki nearly untouchable as she rushes in. 
@ Use the POR A to force your opponents into a defensive 


posture when they see PO. Once you have achieved this, sim- 
ply use a POR then tap @+G+B to cancel POR into a throw. 
Tapping @ during the POR cancels POR into a stand and allows 
you to execute any attack; moreover motions that use a tap @ 


USA AAC RASH ART eS eS ek RR 
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a dash. The many recommended attacks after the , are also ing AA = +KA ms +KK,Y +B4K 
high hits so you’ll need to vary your rush with a fair amount AA® 4B o +A 

of mid hits. AA oe | 
@ The B,A start begins with a mid hit and has greatspeed, > Le +KA BK] 

but the main advantage is the ability to delay the second hit Se css secocotemsottenitsnad 
(the #4) which allows you to fake out your opponent and open > [> 1+B > [> ]+B 
his/her defense. If your rush hits connect from here, then the BA : iliac 
>+K,A, 4+K,K, and A,B, @+B+K~A, are a great series to 4 +K,K | tin ” 
continue the simple straightforward rush. The possibilities are both “GUARD. seamen ee emma | eenenenninmannmaney 
endless and highly effective. is bien \« ede hcl 
™@ However, sticking to a simple direct rush style opens you to more rer GO TO 
interrupts from your opponent so it’s wise to use the A,A,[#] and A,B,#+B- neiiccn eee CBR 


0 attack. Learn the rhythm of this 
: by using a simple @+B during 
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bones of any high-level Taki. POSSESSION A+K POR over and over again. Try 
Mastering the quick hits and (PO) B q this easy example in practice 
ability to rushallowTakitofight §  ##§=§ #§ ‘sccm > [> ]+B mode to master the rhythm: 
under conditions normally unheard of. ~  @4B--:P0,>--3POR, 4+B- 
@ If you’re facing an opponent who favors K “GUARD | [148 PO, PO f---3POR, @+B. 
interrupting (and he/she is playing a fast char- ; ae Once you have 
acter), there are many moves in Soul Calibur [Pom POA A,B +B that down prac- 
that can beat Taki’s PO @+#&. If the PO @+ ; : eee “TAIN CHART tice this rhythm: 
hits, go to the Main chart. If he/she blocks, you can opt for -PORC # +B ~ §,B,2+B---3P0, 
a quick @,[]+B for safety. ae er pO P---POR, @ 

@ The true power of the PO style revolves around the +648 ~~$PORC, A, B,#+B. Practice this 


= until it flows as one constant 
string. The timing is extremely difficult, but once you master 
these basic elements (using the PORC) your Taki will elevate to 
a new level. 

™ PORC allows you to both rush the opponent and throw, or 
further apply pressure (both of these set the opponent up for 
a PO B). If the PO B connects, you can combo in #A+K. If they 
guard use a @,[@]+B to cover your tracks. It’s also wise to use 
PORC in a simple A,A,[#] to cancel into 8WR (Basic Rush to 


@ Many of Taki’s essential interrupt attacks such as 4+ or B+K 

- 4 recover crouching—thus it’s essential to understand how to fight from 

FC (Fully Crouched). The primary goal of Taki’s FC game is to land the 
WS K on counter hit. It’s more than possible to revolve your 

game on the combos from this attack, and have a fair 

amount of success. If the WS #4, lands, it’s a safe way 

to return to the Main chart or set up a quick throw. 


ie AtK 
[tA > comme 
[Ae aS ea SOE Oe 
> [> ]+B 
a _[# ]+A,B,B,B 7 
FULLY ecomrnnanneete 
TO 
CROUCHED .. . [# ]+K “WAIN CHART 
(ff semana 
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[4 1+K 
Revie Sao 
Execution Difficulty Damage Counter Guaranteed 
@+B, B+ Beginner 47 No No 
PO B, A+K Beginner 79 No Yes 
WS K, A+K Beginner 66 Yes Yes 
SWR # or ¥+B, B, A, BPO, POB Intermediate 78 No No 
SWR #@ or 4+K, >, ()+B Intermediate 54 No Yes 
¢+B+K, B, (K), >, ®)+B Intermediate 85 No No 
WS K,®, ®)+B Expert 90 Yes Yes 
WSK, FC, #+A4+B, A+K Expert 86 Yes Yes 
@+B, B, A, B-PO,POB Expert 71 Yes No 


4:B:K, B, (K), >, ®), +4, B-P0O,POB Expert 87 No No 


"ieee 


aA hr 


——E 


Psa 


— 


Sea orale 


te 


ee Satin tears erty Te eetiatt erster Tee tlt 


~ SOUL CALIBUR 


NIGHT BEHIND STANCE: 


@ (NBS)- The following attacks end in 


the NBS: 1.) A,¥+A,A,@ 2.) B.N,@ 3.) 
B,V+Al¢] 4.) 4+{B] 5.) B~G,BI/B] 
6.) WS[B] 7.) B+K 8.) #+B+K or 
¥+B+K 9.) 8SWR # or ¥+B,BI/B] 10.) 
NSS [B] 11.) NLS[B] 

@ The NBS is the most common of 
Night’s three stances—thus mastering it 
is central to a well-balanced game. From 


NIGHT SIDE STANCE: 
® (NSS)- The following attacks end in 
the NSS: 1.) [@] 2.)%+{@] 3.) A+K [A] 
4.) NBS [#4] 5.) NLS [£8] 6.) #+B+K 
The ability to evade and counter with 
swift brutality is the strongest point of 
the NSS. The motion to enter the NSS 
itself steps back and to the side so it 
should be second nature to use the NSS 
as a means of evasion. The NSS has 
three main attacks NSS & (or NSS 
»¥+), NSS B, and NSS K. NSS &is 
best used alone to cut off side stepping 
or retreating opponents. If it hits —fol- 


NIGHT LOWER STANCE: 

® (NLS)- The following attacks end in 
the NLS: 1.) A +K,@ ,@ ,N,[B] 2.) [B] 
3.) @#/#}H{B] 4.) >+B+K 

I'll start off by stating that the NLS is the 
least practical of all three of Nightmare’s 
stances. This stance really only does 
one thing, but it does it well. It allows 
Nightmare to get tricky and use some 
intricate and unusually heavy evasion 
tactics. The NLS ducks under all high 


attacks and the attack motions from the NLS A+B is identical to Night’s standard following it up with a WS #,#4~¥ series: 
ive. B)---3NLS, NLS 4+B, WS A,A~¥, WS 
stance are extremely deceptive. The NLS > [> |B and like the ® [> LB the NLS ‘ Sten 


also links into the other stances well by 


MID-RANGE GAMES: 

® From mid range you’ll need to focus 
on pinning your opponent down with 
circular attacks that stagger well. #+.4, 
> [> +4, A~6,A, > [>] and #+(4] 
will serve you well in this quest. The 

+ offers the highest block stagger 
available to Night. If the opponent 
blocks he/she has to block a #4+[B] or 
duck a throw. They are just two staggers 
to interrupt your attacks so mix them up 


NIGHTMARE’S COMB 


the NBS Nightmare has three separate 
attacks; NBS &, NBS B and NBS K,K. 
The NSB & can shift to Night Side 
Stance if you hold the button, which can 
serve as a Solid lure into the traps of 
Night Behind Stance. 

™ The NBS &’s main purpose however, 
is the zoning strength from the two hori- 
zontal and very circular slashes. The 
NBS B is great to punish missed 
attacks, and when it connects on the 
ground #4+B combos are guaranteed. 
NBS B also serves as Nightmare’s main 
combo finisher as #+{B]. The NSS [B] 


on the counter hit can be followed with a 


NBS B for heavy guaranteed damage. 
However, the real meat of NBS comes 
from the NBS KKK. The first hit of the 
NBS & is Nightmare’s fastest attack and 


low it with a #4+{B] to rush to NBS. If 
they block—use a ®+K or ® [® Kto 
cover your tracks. 

@® The NSS [B] ends in NBS and is the 
real meat of the NSS as it side steps 
well (with its great range it leaves you 


enabling Night to use an extended stance 
rush when he employs the NLS. The NLS 
has three main attacks, &, B and A+B. 
If held ® will end in NSS and allow you 
to use your NSS tactics. The NLS B if 
held ends in NBS and if the NLS [B] con- 
nects on a counter hit NBS B is guaran- 
teed for 91 stank points of damage. 

= The NLS B should be used in your 
rush patterns from time to time to slip 
under high attacks and use a deceptive 
and un Guard Impact able low lifter. The 


at will. Initially go for the throw as it 
frustrates your opponent to no end and 
in this case the G+B throw will be best 
as most opponents use #4 attacks to 
attempt interrupts. 

i At this point their only option is to 
crouch, then you should have the %+/B] 
ready. The ®[®]+ or &~G,A offers a 
similar level of block stagger however it 
is not as fierce. Realistically the best fol- 
low-ups are #4+4, ®+/\, and 


\ 


XG STRATEGY 


it returns to NSB to continue his assault. 
Nightmare can cancel any of his stances 
(by simply tapping G), so you’ll want to 
use NBS K, then quickly tap G and go 
for a throw. Here is an excellent example 
of a Nightmare rush using this tactic: 
+K,0,9+0, 9%+{B]—3NBS, NBS K~G, 
+5. This series rushes from mid range 
with a series of quick hits that mix high, 
low and mid level attacks with alarming 
swiftness. In this situation, opponents 
will often tire from your relentless 
assault and the NBS K fits perfectly to 
counter their retaliation attempts and 
then surprise them with a sudden throw. 
One you have mastered this simple rush, 
try a somewhat tougher variation of it: 
+K,2,9+4, %+{B]—3NBS, NBS K~G, 
1B} HB, NBSB 


dive in NBS even if the opponent 
blocks!). The main goal of the NSS is to 
retreat and lure your opponents in; step 
around their attacks and lift them with a 
NSS [IB]. Once you successfully do that, 
follow it with a NBS B for an easy 83- 
point mugging. The NSS K can cause a 
Double Over Stun on a counter hit and 
can ring out well, so remember to use it 
when you're battling an extremely 
aggressive opponent. The NSS K can 
also work in Nightmare’s ring out com- 
bos. Near the edge [#]---3NSS, NSS K 
will combo and ring out as will the Night 
Lower Stance [#4]---3NSS, NSS K. 


ee 


; out, when you should 
wi ae hits, when _ 


+B side steps to the right and ham- 
mers downward with a fierce mid hit. 
The NLS &+B recovers crouching so try 


%+B. Like the @+A the #+[] leave 
the opponent with no options other 
, than to block a #4+{B], unfortunately 
m™ the #+[A] pushes the opponent 
out too far to attempt a throw. 
And finally »,[%]+M is great at 
close to mid range; if it hits go 
for a +B or a +2 or if 
they block use a @#+8,B or 
a ®+K to keep you safe. 


Execution Difficulty Damage Counter Guaranteed 
%+[B]--:NBS,NBSB Beginner 84 Yes Yes 
NSS [B]---NBS, NBS B Beginner 86 Yes Yes 
NLS [B]---:NBS, NBS B Beginner 91 Yes Yes 
WS [B]---3NBS, NBS B Beginner 65 Yes Yes 
>+K, 4:4+B Intermediate 55 Yes Yes 
B~¢#,4:B Intermediate 100 No Yes 
NBS B, #+B Intermediate 71 No Yes 
4:4, Throw Intermediate 107 No No 
@-A, %+(B]-—3NBS, NBS K---3NBS, NBS B Intermediate 146 No No 
[fA]---3NSS, NSS K Expert 46 No Yes 
NLS [#i]---3NSS, NSS K Expert 56 No Yes 


Rushing aside, Xianghua’s 
true strength lies in her abil- 
ity to evade attacks with her 
attacks. Learning these will 
take an enormous amount of 
time (and effort) although 
it’s essential to maintain a 
working rush style. 


The /4,/4 start is great as a quick 
interrupt while the @,“@,@+B,B~G 
start is best against defending oppo- 
nents (it pins them into block stagger 
longer). If this hits use the + or 
+H motions to continue your rush 
and link into Xianghua’s FC attacks. 
Both the + and “+ slip under 
high attacks with ease —while manag- 
ing to set up throws well. In fact, it’s 
alarming how well a simple 4+/4 to 
throw works. The +H motion is one of 
Xianghua’s most complex traits; it is a 
quick crouch dash that recovers while 
crouching. 

As you begin learning to apply the 
4+K, remember that you can link a 
B+K to it for safety (or use a WS K to 
cover your tracks). The heart of the “+ 
is its ability to zone in on an opponent 
and intimidate him/her with quick 
strikes and throws. If the opponent suc- 
cessfully guards your initial assault, 
you'll have to quickly consider the 
speed of your opponent when choosing 
your next rush option. If your opponent 
is fast #,[4]+B, #44, and #+B+K are 
your safest choices. 

If you’re facing a slower foe you can 
opt to use the “+K or 94+ instead. 
The ¥+K is best to halt any retaliation 
attempt from your opponent, in general 
the ¥+KK is one of Xianghua’s finest 
“noking” attacks and should be used 
as often as possible to frustrate your 
opponent. 


VrAor¥ 


Xianghua’s primary interrupt maneu- 
vers both slip under high attacks well. 
These attacks are useful, although they 
don’t move her forward. Take note of 
this and restrict your usage for interrup- 
tion only. 


+A 


This is one of Xiang’s most important 
evasion and rush attacks. The @+4 is 
considered technically crouching —mak- 
ing it the perfect tool to slip under high 
attacks and advance forward. The @+4 
also side steps to Xiang’s right and 
induces a surprisingly useful amount of 
block stagger. Judge your opponent’s 
skill and follow the @+44 with either 
4,A,B, a throw or 4+B+ 


Se nae 


This attack also slips under high 
attacks and induces an even heavier 
amount of block stun. Follow a blocked 
or hit @,@+4[#4] with a throw or #4+B+ 


AA 


The WS 44, series keeps Xiang low 
to the ground as she slices forward with 
two quick mids. Use this in your FC 
rushes to go under highs and advance 
forward. Be prepared to counter your 
opponent’s retaliation attempt with 
B+B+K. 


%+A+B 


The df+4+B also slips under highs 
and pops the opponent into the air, 
follow it with a »,[%]+K if it hits or if it 
is blocked. 


HUET UAHA aT 


This attack cuts low 
and can slip under high 
and some mids with 
ease. It is best employed 
as the opponent is rising 
and can ring out to Xianghua’s right 
side. 


B+A+B 


This excellent attack moves under 
high attacks with ease. On counter hits, 
it causes a spin stun enabling you to 
land a #4+B for an easy combo. The 
#@+4+B also induces a fair amount of 
block stun like the +44, so base your 
follow-ups similarly. 


ee 


The 4+ is Xianghua’s most domi- 
nant evade and advance motion. The 
A+K itself isn’t an attack, but the 
44+K,B+K is (and can dish out a power- 
ful and intimidating mid attack!). Once 
your opponent begins to play more 
defensively, switch the A+K into a WS 

or a throw. 


€[(¢)+B 


This is one of Xianghua’s most impor- 
tant evade and attack motions. The 
@[#)+B lunges backward ina 
crouched stance and then springs into 
attack remaining in a crouched state. 
This attack enables Xianghua to dodge 
both short-reaching mids and high 
attacks with ease while returning to the 
assault with little or no risk. 


G]#+B 

Like the WS &~B, the [G}¥+B is 
best against low interrupt attempts. 
Unlike the previous move though, this 
attack is solid and can be executed 
quickly. Use the [G}#+B after a #4+A 
from time to time to keep your oppo- 
nent pressured. 


4:B 


This is one of Xiang’s most dominant 
mid assaults. The #+B+K can slip 
under highs and it strikes extremely 
fast, Rings Out well and can hit downed 
opponents. 


4/4 


This attack steps back slightly and 
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then lunges in with a powerful lifting 
kick. Follow it with a ®,[%]+KK fora 
strong pressure rush. 


The WS K is one of Xiang’s finest 
attacks. Like many of her attacks the WS 

slips under high attacks, however the 
WS K also retreats well and sets up the 
perfect spacing for a @,[@]+B or M+ 
If the opponent is in an attacking mood 
beat him/her down with a @,[@]+B as 
he/she is rushing or if he/she prefers 
defense, rush in with an 24+ 


B+K~-A,A 

The #+iK~ 4, looks identical to the 
M+ and should be intermixed from 
time to time. These attacks advance well 
and side step slightly, enabling strong 
rush properties and evasion properties. 


> [> ]+A 


This attack doesn’t appear to evade 
well until you really get into match play 
and start applying it. The ®,[%]+4+B 
steps sharply to Xiang’s left and crouch- 
es under attacks well. Most importantly 
the ®,[®]+4+B hones in on the oppo- 
nent making a sure-fire hit against eva- 
sive opponents. 


#+B 


There are few attacks that serve 
Xiang as well as this one. The #+B+ 
takes a huge lunge to Xiang’s left and 
slices downward. Use this attack to 
counter just about any retaliation 
attempt from your opponent during your 
rushes. This attack, like the @+#4, 
induces a fair amount of block stagger. 
In fact, it’s wise to follow a hit or 
blocked #+B+K with a @#+A. 


Mor WA 


This attack side steps slightly to 
Xiang’s right and causes Double Over 
Stun in counter hits. Use this attack 
sparingly as it is rather slow, however 
the rewards are high for a successful hit 
so always keep it in mind. 


Execution 

SWR @ or W+B, 9+B+ 
@+B, %+B+ 

4+59+B, > [> |+ 

FC, 4+B, %+B+ 

SWR # or +B, +B, > [> ]+ 
4+B,>+B, > [> )]+K 
A+B, 4+B+ 

0+A+K, 4+B+ 
[Sj > [> ]+ 

4: 4+B 


Difficulty Damage Counter Guaranteed 
Beginner 67 No Yes 
Beginner 64 No No 
Beginner 56 No Yes 
Beginner 76 No Yes 
Intermediate 61 No Yes 
Intermediate 61 No Yes 
Intermediate 101 Yes Yes 
Intermediate 75 No Yes 
Intermediate 47 No Yes 
Expert 41 No Yes 


RC (Pure Soul Right Cross): This is 
the most common of Maxi’s stances 
and typically the end of any stance- 
based rush. 

RO (Pure Soul Right Outer): RO is a 
very common stance that sets up com- 
bos and other stances well. It is possibly 
his most effective stance. 

BL (Pure Soul Behind Lower): BL is 
the rarest of the stances and should be 
use the least frequently as well. BL has 
a strong low series but lacks in mids 
and safe hits. 


All moves that link to stances use 
attacks that either naturally end in 
Maxi’s main posture, or go to RC. In this 
respect, it is critical to understand all 
nuances of the RC. The RC has three 
main attacks, A, B and K,K. The RC 
is a great pressure tool that leaps over 
low attacks such as a common interrupt 
¥+04\. If the RC @ hits, make sure to fol- 
low it with a #+K for some extra dam- 
age. 

lf they block or recover crouching you 


Of all of Maxi’s stances the RO has the 
greatest offensive potential. Thus, you 
should try to use the RO as often as pos- 
sible. The RO has four main attacks: 

,#K,B,B,K, K,A and K,K. The & of the 
RO #,K links to BL and sets up the K of 
the RO &,K (note that the K can be held 
and thus delayed). If the opponent 
blocks a held RO #4, then the block 
stagger forces them to block a +B or 


The Behind Lower has a rather limited 
offensive potential since most of the BL 
attacks either come out very slowly, or are 
extremely easy to read. The BL has three 
main attacks: A, B and K,K. The BLAis 
best employed as a quick retreating poke 
and can be fairly safe though it does little 
to set up a strong offensive rush. The BLB 
links to the LO , but from the time the BLB 
hits to the time it links to the LO Maxi can 
be easily interrupted. Use it sparingly. The 
BL K,K is the main and only redeeming 
attack from the BL. The BLK,K combos 
with a sharp low-high series that can take 
off a solid chunk of life and ring out 
extremely well. The beauty of the BLK,K 
comes in place when you use only the first 
K; when you do this Maxi will kick low and 
then hop backward. You can use this back- 
ward hop to lure your opponents into a 


4@.B---:LO or fake them with a 44+K. 
B,A->BL 

BL PSL1 = RC > [> ]+B->BL 
BL PSL2 = RO RO #->BL 
BL PSL3 = LO LI B->BL 
Attacks into BL: 
4+->BL 
¥ 4 >+0>BL 


The Left Outer is a favorite among play- 
ers that prefer a high-pressure rushing 


LO (Pure Soul Left Outer): LO is one 
of the stronger stances that really 
shines in terms of pressure and dis- 
tance-based rushes. 

LI (Pure Soul Left Inner): LI is a fairly 
uncommon and hard-to-apply stance. 
Keep your usage of it to a minimum and 
it will yield great results. 

PSL1 (Pure Soul Loop 1 (during any 
stance [>] 

PSL2 = Pure Soul Loop 2 (during any 
stance [#) 

PSL3 = Pure Soul Loop 3 (during any 
stance [A+K) 


> |>+B~C—> 
RC PSL1-—3RO RC 
RC PSL2---3BL RO B-—3RC 
RC PSL3-—-3LI RO B,B—3RC 
Attacks into RC: LO B-—3RC 
RC L] 8~A-—3RC 
+B ~[d}+-3RC 
can 


either use a jumping attack such as 
[G}#+B to resume your offensive, or 
have a #+G Guard Impact ready. RC B is 
best employed to punish an impatient 
opponent or to pressure a defensive 


® +0. series following shortly after. 

Either of the B attacks in the RO 
B,B,K will end in the RC so you can use 
this as an easy mixup. The last hit of the 
RO B,B,K is a great pressure tool and if 
your opponent blocks you should follow 
with a W+#% or 44,44. The RO K,#& and 
K,M are great to use as advanced combo 
tools. The RO K,# hits mid, low and you 
can add a #+K if they hit while the RO 
K,K hits mid, mid and you can combo in 
a ® [® ]+1B+K for heavy damage. 


style. The LO has three main attacks: #4,K, 
BK and K. The of the LO 44,K recovers 
crouching, so you can link WS and FC 
attacks quite easily. The full LO #4,K hits 
Slowly, grinds on the opponent’s patience, 
and staggers well. Use it often to keep your 
opponent pinned down. The LO B,K also 
pins well and performs identically to the 
RO B,B,K. And like the RO B,B,K you 
have to be cautious as the last hit is very 
easy to crouch under (and in turn, punish 
Maxi). The LO K is a quick low hit that sets 
up for a quick throw when it hits. 


>»LO 
LO PSL1 = BL FC, 2+A,B- 
LO PSL2 = LI >»LO 
LO PSL3 = ~K->LO 
RO »>+B~B-LO 
Attacks into 4#+B-LO 
LO: BL B->LO 


¢+/,B~B- 


Even though quite a few attacks lead 
into it, LI tends to be a fairly rare stance 
during heated battles. It also tends to 
leave Maxi open, so use it sparingly. There 
are three main attacks from LI: #4, B and 
K. The LI A can link to the RC if you input it 
as #\~#A. The LI A side steps sharply to 
the left and should be used to counter an 
aggressive opponent. The LI B also side 
steps to the left and can be canceled with 

. When cancelled, the L! B links to the 
RO. The LI K is the fastest of the LI attacks 
and dishes out a heavy stun, so try using it 
to mix up your rush patterns. 


The loops are Maxi’s true claim to fame. 
Through the loops Maxi can shift any 
stance into three possibilities raising his 
total number of stance possibilities from 
any attack to four. An easy example of 


this is his simple &,& attack: 
f--RC 
JA~PSL1---3RO 
/A~PSL2-—3BL 
/A~PSL3-—3LI 


Practice these loops with your favorite 
attacks to see just how many new possi- 
bilities will arise... 


opponent. The RC B hits rapidly as it 
lunges inward, and once the opponent 
blocks they are forced to block the entire 
series (or be hit!). Quick high hits like 
Xianghua’s # attack are the only moves 
that can interrupt both the RC 44 and RC 
B. The RC K,& slips under high attacks 
with ease and combos low then follows 
with a mid. Use the RC K,M against 
opponents who use a lot of high 
attacks—or use it against defensive 
opponents who constantly guard high. If 
the RC K,K connects ®,[%]+B+K can 
combo in as well... 


RO PSL1 = BL B>Rk0 

RO PSL2 = RC B+KBBB 

RO PSL3 = LO >RO 

Attacks into RO: @+B+K~B>R0 

> +M->RO ¥+K BRO 

FC, #a+ LO B~G->R0O 

>RO 

¥+A~B or FC 

LI PSL1 = LO +B>L| 

LI PSL2 = RC >+B~(F)>L 

LI PSL3 = BL >+B~[¥)~6>LI 

Attacks into LI: WS B>LI 

4+8,B~[b]>LI BWR W+f4->L! 

#+8,B~[b]~G- AtK>LI 

>LI 
Execution Difficulty Damage Counter Guaranteed 
€+B,4+B Beginner 71 No No 
4B, > />)|+B+K Intermediate 63 No No 
WS K, > [> ]}+B+K Intermediate 68 No Yes 
RO K,K, > [> ]}+B+K Intermediate 88 No Yes 
K~BK, > [> ]+B+k Intermediate 88 No Yes 
RO K,#h, 2+K Intermediate 62 No Yes 
K~B,o, B+K Intermediate 62 No Yes 
RC #, B+K Intermediate 71 No Yes 
WS K, @#+B---3L0, LO A,K Expert 85 Yes No 
LIK, #+B--L0, LOB Expert 88 Yes Yes 
LI K, Throw Expert 89 Yes No 
812, 9 OPK, H+ Expert 115 No Yes 
RC K,K, > [> ]}+B+K Expert 81 No No 
SWR u+fd, VP +K, H+ Expert 126 Yes Yes 
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ASTARO TH 


Astaroth dispels the thought 
that slow characters are the 
scrubs of 3D fighting games. 
Astaroth is by no means a 
complex character, and fits 
well into the hands of any 
player who enjoys a simple, 
slow-paced and frighteningly 
effective beast. Astaroth is a 
machine that summons its 
power in three forms; massive 
throw range with heavy throw 
damage, insane ring out 
potential and “stank” damage 
with both his standard hits and 
unblockable shifts. 


MID-RANGE GAMES: 


The main purpose of learning a solid 
mid-range game is the frustration level 
induced upon your opponents. Since 
Astaroth will dominate opponents with 
his throws at close range, opponents will 
want to back off. Instead, they’ll often 
fight a hunt-and-peck mid-range game, 
and they will learn all too late Astaroth 
can and will dispense a mid-range beat- 
ing. The object of this is to make your 
opponent uneasy at both ranges and 
then proceed to pressure them further 
with ring out attacks. From mid range, 
use a quick #4, to further space your 
opponent out. If they are in ring out 


ASTAROTH’S COMBOS 


THE THROW MACHINE: 


&@ The first thing you need to do is famil- 
iarize yourself with Astaroth’s throw 
range. Go into Practice Mode and take 
some notes on your maximum throw 
range. Practice running in and grabbing 
from this distance until you have it mas- 
tered. You'll quickly find out two things; 
Asta grabs quick enough to snatch slow 
opponents out of their attacks, and his 
throw range is longer than most quick 
characters’ attack ranges. Learning to 
apply this will take a heavy amount of 
practice in both Practice Mode and real 
versus matches, but do your best to 
learn the ranges and bravely practice 
grabbing your opponents during their 
attacks. The other beast behind the 
machine’s throw game is the fact.that his 
+B, G+B~@ and G+B~® throws can- 
not be Guard Impacted. 
iii This puts Astaroth on top of a short 
list of characters who have an unbeat- 
able Guard Impact game. And if that 
weren’t enough, G+IB~@ followed 
quickly by SWR # of ¥+8 is a guaran- 
teed combo that dishes out a “stank” 88 


RING OUTS: 


points of damage (G+B~@, ¥,¥+B is 
the easiest way to remember this 
combo). iif Three of these will leave 
your opponent dead on just about any 
life setting, so try not to worry about 
the little hits your opponent may peck 
you with. Keep the magic number three 
in your head....Since you will rely on 
the G+B~@ throw as your main dish of 
damage, wise opponents will learn to 
escape the throw with ease. Mix in 

+B~® since the escape is “ instead 
of B. G+B~® does significantly less 
than the previously mentioned combo, 
although the damage is still extremely 
high. Three or four G+B~® throws 
will kill an opponent! Mix in the 

+B ~® early, and keep your opponents 


@ Astaroth’s ring out prowess is nothing shy of the best in the game. When mastered, it’s common- 
place to see opponents throwing fits of frustration when they almost had a win only to be thrown 
out of the ring at the last second. Below is a quick list of recommended Astaroth attacks, their hit 


level, and the direction they ring out. 


wm Forward 
Ring Out with opponent's 


back near the edge: 
> [> ]+K 


Unblockable 

> [>+B 

8WR # or V+B 
+B- 


w Right 
Ring Out with opponent's right side near 
the edge: 


range follow that assault with a 

> [> LK, if not bat them around with a 
4+. Regardless of counter hit or not, 
follow a @+\with a ®[%+K as it can 
slip under high attacks and force the 


opponent closer to the edge. If the oppo- 


nent tries to rush in after a A,B use a 
>+B or 4+K, 
result try tacking ona ® [> HK. 
Naturally any good opponent will catch 
on to this and use quick poking attacks 
so keep your Guard Impacts ready. If the 
opponent continues to retreat, the +B 
is a solid mid-range bat. Also try 4+ or 
the unblockable version #4+{ #4], since 
both these attacks will force the oppo- 
nent back into your throw range. The 


Damage Counter 


. Again, no matter the hit 


Mid, High 
Low 
High 
Mid, Low 


Ring Out with opponent's left side 
near the edge: 
+B Mid 
4+ High 

Counter hit only 

4+ High 
%+[ 1] High 
Unblockable 

BWR W+i+B 


SWR # or ¥+B can also be a solid 
technique from mid range; it 

side steps well and has an 
effective hit 

range. 


SOUL CALIBUR 


constantly guessing. At this point, their 
only option will be to rely on defense 
and attempt to duck under Astaroth’s 
throw. Lucky for Astaroth, he’s been 
blessed with ¥+G+B and ¥+G+ to 
grab crouching opponents. These throws 
have massively deceptive range as they 
grab well beyond the limits of Astaroth’s 
physical arm, and dish out a massive 70 
points of damage each. So again, three 
or four of these and the round is over. 
Since your main grab will be the 

+ ~@ (which can be escaped with B), 
you should use ¥+G-+/ for your crouch 
throw as it requires an “ escape. 
li Aside from post Guard Impact throw- 
ing (and rush throwing), you'll need 
to understand your opponents’ attacks 
and look for openings when you block 
a slow recovery move or duck a high 
attack. This is a simple and second- 
nature way of thinking for most 
advanced players. Many people 
overlook the fact that Astaroth’s 
strength revolves around his dominant 
throw game. 


@ This list illustrates the dominance that 
Astaroth possesses in smacking a hap- 
less foe clean out of the ring. He has 
close-range hits well designed for the 
task, long-range hits and unblockables 
that can level an opponent in any direc- 
tion he deems necessary for a quick win. 
Practice using these and remember the 
most important aspect is understanding 
the range necessary to apply these 
attacks and the distance they will launch 
the opponent. Most of Astaroth’s Ring 
Out techniques by no means require the 
opponent to even be near the edge. 
i Of all of the ring out techniques, the 
single most important attacks are as fol- 
lows: f,[f}+K for a straight Ring Out, b+é 
to Ring Out to the left and [GJuf+ to 
Ring Out to the right. The f,[f}+ il is 
insanely fast and slips under high attacks 
easily so overall it’s Asta’s primary ring 
out of choice. It also covers great dis- 
tance, rings out from an exceptional 
range and recovers quick enough to set 
up a Guard Impact if the opponent 

his blocks. The b+#& technique has 

: a g great range and solid speed so 

it is easy to land it on 

counter hits. 


ii When the 

B+! nails oppo- 

nents on counter 

hits, the distance they 

travel will either ring them out or put 
them in one tasty location. Try to land 
these as often as possible. The [G]uf+ 
is a highly overlooked and effective ring 
out attack that gives Asta the ability to 
leap over low attacks and pound his 


se ab Difficulty 

: = Beginner! 63° 
Beginner 132 

Intermediate 54° 
Intermediate 88 
intenmediate 76 YE 
Intermediate 86 


Guaranteed 
4 opponent out with one foul swipe. Master 


these three basic ring out attacks but 
never overlook any of the other possibili- 
ties that Astaroth possesses. Each has a 
time and place, thus familiarizing yourself 
with them will lead to an unstoppable 
ring out game. 


‘B-4. WR bor #55 
PK, wiBsk Orwe eee 
4€+B+K, ¥+B+K or a”: +B 
Fi APB, Ue 

> [> ]+(K], 83WR# or ¥+B 
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G-CANCELS: 

@ As a faking stylist Kilik shines beyond 
any character with his vast array of 
motion cancels and G cancels. Kilik’s 
attacks are very pronounced making the 
fakes themselves all the more believ- 
able and as they become more believ- 
able they become more effective. 

Below is a list of useful G cancel attacks 
and their ideal applications. 


a B~ 

The B~G cancel is extremely pro- 
nounced and can be delayed longer 
than any B~G cancel in the game. Jump 
into Practice Mode and familiarize your- 
self with the timing. It’s best to use the 
B~G on a defensive opponent or 
against a downed opponent as the B 
itself can hit downed opponents. Rush 
in against a defensive opponent and 
use a B~G followed by a df+B ora 
throw. This simple tactic requires get- 
ting close to your opponent. Don’t for- 
get that it’s wise to fake from a distance 
from time to time, so use a B~G cancel 
to ®+K~B, ¥+0+K or V+ as well. 
Against downed opponents B~6G cancel 
to 4+B or throw are your best options. 
The B~G cancel isn’t extremely fast 
and against quicker opponents you 
should follow it with a ®+4,4,8, ¥+K 
or K and then resume faking or rush in 
and throw. 


MOTION CANCELS: 

i On top of simple G cancels, Kilik 
has a wide array of motion-based 
cancels. Here is a quick breakdown of 
his motion-based cancels and their 
applications. 


MW A,A, aor: 
This is a great attack as most opponents 
are expecting the B attack after the 

,“4. This motion will side step after the 

,“4 and automatically Guard Impacts 
horizontal attacks. The main thing you'll 
need to realize here is that every oppo- 
nent who sees this feels a massive urge 
to pound Kilik after this fake so have a 
4@+K~B, A+K, Guard Impact, [(G¥+B, 
4+B,4+B+K or ¥+K ready to halt 
their advance. Once your opponents 
become accustomed to this fake they 
are likely to give you some breathing 
room, at this point use a d,df,f, u or d to 

repeat the same bizarre fake and 
annoy them further. 


FCA, A+B: 
& ~. This cancels the FC & ani- 
. 7 mation into the FC 
+B and can combo 
when it hits. 
Practice the tim- 
ing and appli- 
cations of 
this attack. 
However 
use it 


en 2 REY 


BV #¢:8B~C: 

Kilik’s unblockable has an extremely 
pronounced and intimidating start and 
opponents usually respond to unblock- 
ables in two ways; they either run away 
or rush you with a frenzy of attacks. If 
the opponent backs off use a +B,B, 
¥ 4+ or ® [PB to chase 
him/her down. 

lf any of those attacks connect follow 
them with a ® [®}B. If the opponent 
prefers to go nuts at the site of an 
unblockable use A+K, @#+K~B, %+K 
or @+B+K to cut their rush down. The 
+K~B auto Guard Impacts horizontal 
attacks which are the most common 
form of interrupt attempt so keep 

the @+K~B in mind even though it is 
less defensive. 


B B+K~G: 

The B+K~G cancel is yet another 
amazingly pronounced and intimidating 
attack. When Kilik cancels this attack he 
takes a step back so you won’t be in 
range to throw. Although a +B,B, 
>|> LB, ¥+5, ©+K~B will serve you 
well against a defensive opponent while 
@+B+K, 0+, ©+5,2, and 9+ will 
cut down a rush-happy foe. The B+K 
also shifts to unblockable when you 
cancel the Soul Charge, so imagine the 
fear you invoke when you cancel a Soul 


Charged version! 


sparingly as it is more of an annoyance 
tactic than a true applicable fake. 


4+B~K: 

This is Kilik’s new rushing motion that 
you can cancel by tapping any direction 
other than tap ®. When you cancel this 
attack with a directional input, Kilik will 
be considered in 8WR in the direction in 
which you canceled so it is possible to 
link to 8WR-based attacks from this 
rush. Consider using #+B~K, ¥+B at 
first and then as you feel a need to get 
trickier use #+B~K, ¥+4,B~G tac- 
tics. Also when you cancel it with a 
direction plus G+B or G+ Kilik will 
cancel into a throw. This motion’s poten- 
tial is beyond com- 

plex—it gives 
Kilik the abili- 
ty to rush his 
opponent 
and pres- 
sure 


@ SWR 4 or ¥+4,B~G: 

This is one of Kilik’s strongest cancels. It 
cuts sharply in with a mid horizontal 
attack, and then begins a fierce upper- 
cut animation and suddenly cancels it. 
The cancelled B of this series looks 
identical to the cancelled B+K and thus 
you should use it in the same way. 


BV 4 >+0+B~G: 
This is one of the most entertaining can- 
cels in Kilik’s massive library. With this 
cancel Kilik will rise atop his staff and 
suddenly fall backward to the ground. 
This puts a fair clearing between you 
and your opponent and will really leave 
him/her scratching his/her head in 
amazement. There is no way for your 
opponent to rush you at this point 
(since you are too far away), although 
you can make use of Kilik’s longer- 
ranged attacks. If your opponent does 
rush in, use the ¥,%,%+K and combo 
ina®[*}B if it hits. If he/she is just 
too dazed to do anything @+{B] and 
7 +K are ee best attacks. 


biadher with the simple B fod the rush 
or cancel the rush instantly into SWR- 
based attacks. 


@ V+B+K~4: 

This is one of Kilik’s most entertaining 
and useful motion-based cancels. With 
this motion Kilik simply falls flat on his 
face and while this may seem like a 
severe handicap, the unexpected nature 
of it makes the perfect fake. Since this 
fake is rather dangerous you’ll have to be 
wise in your setups; you simply can’t rush 
your opponent and do it so think about 
using it during combos or after a launch- 
er. When Kilik is lying on his face in this 
situation he is considered fully crouched 
so if you leave the stick neutral he will 
rise into his WS attacks and if you keep 
the stick held down he will rise into his FC 
attacks. Kilik’s WS K,B is the best quick 
attack from this stance and it will counter 
most attacks and lifts the opponent on 
counter hit. Try setting this fake up with 
combo 8WR u or d+B, f+, d+B+K ~u, 
WS K,B. Kilik also has two downed 
attacks, A+B which mirrors his 
d,df,f++I8 and can be cancelled 
identically and 4&4+K which is a 

sweeping low Slice. 


KILIK'S COMBOS 


XG STRATEGY | 


_ At first glance, Kilik seems like 
U standard well-balanced _ 
Ht aracter. Asyou | 
1 to learn more about him 
_ however, you ‘ll quickly realize 
~ he requires an expert’s touch. 
_ Kilik has an excellent reper- 
toire of attacks that can be 
applied in a variety of ways. 
Some of the most uncommon 
and seemingly useless moves 
are Kilik’s finest points (such 
as his unusual A+K). To use 
Kilik effectively you’ll have to 
master every aspect of Soul 
Calibur; wake ups, rushes, 
poking, throwing, movement, 
and most importantly —fakes 
and combos. 


aVa>,40rF94: 
These are quick side steps that can auto 
Guard Impact horizontal attacks. Use 
these from time to time at a distance 
and during your rushes to keep your 
Opponent guessing. 


Naturally to make any use of these can- 
cels you’re going to have to put them all 
together with a solid rushing and throw 
game. Here are some examples based 
more on understanding the cancels than 
actual practicality: 

4+B~K, ¥+4,B~ 

4+4(B] B+K~ 

¥ 4+ 0+B~ 


Execution Difficulty Damage Counter Guaranteed 
4+B, %+4,a, Beginner 50 No Yes 
SWR # or V+B, P+A, Beginner 61 No Yes 
WS B, ©+4,4, Beginner 57 No Ves 
4+B>+K~B Intermediate 51 No Yes 
,4,B, ©+B~K Intermediate 116 Yes Yes 
WS K,B, ®+K~B Intermediate 89 Yes Yes 
> |> 8, > [> +B intermediate 41 Yes Yes 
4+A+B,B, f+A,A, Expert 65 No Yes 
B+K,WSB Expert 53 Yes Yes 
V4 >+K, > />LB Expert 53 No Yes 


P+ 5+, > [> LB 


Expert Bie No Yes 


#+8. It hasa 
great block and 
hit stagger and 
also links to 
Mitsurugi’s slow- 
er attacks. Of 
the attacks that 
link to Mist, 
4+. ~ is your 
best choice as 
8,8~ ends in 
Mist a little late. 
In this case since 
the opponent will 
try to interrupt you, have a Mist 
+6 ready. 
® If you want to stay in Mitsurugi’s stan- 
dard posture then use ® + ~# followed 


RUSHING: 


® As arush stylist, Mitsurugi can (and 
should) maintain a short poking-based 
rush. It is difficult for Mitsurugi to rely on 
rushing as his main offense, since his 
moves rarely attack in rapid succession. 
With this rush series, the “ should be 
used as an interrupt as you’ll need to con- 
nect with a hit to proceed. The standard 
attack for Mitsurugi gives a strong block 
stagger, so you should be able to go into 
a ¥+ easily even if the opponent 
blocks. If your ¥+4 connects on the 
counter hit go for a throw. If not, then mix 
in the various FC and WS attacks. 

® If the A attack hits, it is extremely diffi- 
cult to block the W+K,!&. This is what 


FC +A+B 
Se 
FC ,ee +B, 


WS A+B 
— - 


| +B 


je 4A 
b eer 


oer ahaeribeeaator to eat sbi 


® Wakeup games are Mitsurugi’s 
strength, as just about all his hits knock 
an opponent down (and most of his 
strong attacks hit downed opponents 
well). If your opponent is an impatient 
riser, then use #+H@, 7+B, 4+8, 
¥+K,2 or #+" to nail him/her as 
he/she rises. If your opponent prefers to 
remain on the ground, those hits will 
often connect as well. Mitsurugi’s B~ 
cancel is fairly pronounced so consider 
using this against foes to fake them 
out, then immediately follow 
with a W+i,@ until they 

learn to block. Then use 

\+08 or +08. If your 
opponent prefers to 

use tech rolls, try the 
> [> 1,8 to chase 
him/her down or 
surprise him/her 
with 24,9 ,2, | 
44 /4,0 
unblockable. 
The 
> 0,9 2 ",! 
unblockable is one of 
Mitsurugi’s most 
underrated attacks 


starts Mitsurugi’s wakeups. If you’re look- 
ing for something more interesting, try the 


STANCES: 

™ Mitsurugi has two sword-based stances, 
Mist and Relic. Both stances have their 
time and place and add a lot to Mitsurugi’s 
game. For overall practicality the Mist 
stance shines with its damaging combos 
and throw potential while Relic is best on 
wakeups and trickery. The Mist has four 
main attacks, 4,4,4, 8, K, and A+B 
and you can cancel Mist with G+ or G+ 
into Mitsurugi’s standard throws. 

™® The Mist ©," series combos if the 
first connects on counter hit, however the 
main strength of the Mist %,,% is 
Mitsurugi’s ability to cancel back into 
standing animation with Mist “~G.When 
you use this cancel Mitsurugi will stab and 
quickly shift back into his standard stance. 
Initially you should use this surprise factor 
to nail your opponent with a W+K,@& or 
§,8~. The © performs identically to 
Mitsurugi’s “+k and should be used simi- 
larly. Like Mitsurugi’s Mist “, the Mist @ 
remains in Mist. Mist recovers crouching 
so follow it up with FC,s+0\+0%, FCs +8 
or WS #+f, overall the Mist &€ is a great 
low poke so use it often to frustrate your 
opponent. Finally, Mist +! is arguably 
the finest Mist-based attack. At first glance 
the Mist “+8 seems worthless as it is hor- 
ribly slow, but once you use the Mist 1+ 


and rightfully so—it is extremely hard to 
apply. In tech roll situations, opponents 
will almost always roll and this unblock- 
able has great range and a wide hit arch. 
Try it with SWR @, or ¥+8, 
> 4,9 2B 45,0, or 1+8+K (Counter 
hit), >, 94, 9,2, 4+, at first to see 
how easily it works. Then move on to 
more complex setups. 


by a &~*to rush ahead and pin your 
opponent down. 


in match play you'll quickly notice it has a 
unique ability to go through both high and 
mid attacks! This ability combined with the 
Mist £+I8’s massive block stagger and 
combo ability command attention, so 
experiment with the Mist A+& and study 
the combos listed below. The final note on 
Mist is the Mist~G from ®+4+8 ~G. This 
is a quick step into Mist that cancels the 
step immediately into a tap f motion, so if 
you use the command # +4+8~G [>], 


you can fake the stance into ® [®] attacks. 


® Did we say that was the last note? There 
is also one more bizarre and fun cancel 
into Mist; ®+4+88 ~# does a hop into 
Mist pal The Relic is best scien 


fw 5 Relic wha ie] endo +K BE) % 
 Relic[#} (standard 4+) : 
Relic ¥, A+ (standard +) 
Relic ¥ ,%,%+8 (standard 
4% >+8) : 
Relic ¥,¥ +8 (standard 8SWR # or | 
¥+58) 7 


= Ne 


waking opponents or for a little fun trick- 


ery; Relic has six primary attacks and one 
reversal. Relics “, @ and attacks are 
rather worthless however they are ultra- 
quick and can be used to set up the rever- 
sal. G from Relic reverses horizontal high, 
mid and low attacks. 
™ Usually after you have annoyed your 
opponents with a couple of pecking Relic 
"s and B’s they will try to interrupt you 
with a ¥+, just be ready and laugh in 
their face as you reverse it. Also try going 
into Relic and rushing your opponent from 
time to time and then reversing; crazy 
stuff! The most important element of 
Mitsurugi’s Relic is the three unblockables 
you can summon by holding “+8. Tap 
+68 lightly for a quick unblockable high 
that can RO to Mitsurugi’s right; use this 
after a successful guard Impact for best 
results. Hold +8 ’til Mitsurugi shows his 
back for a two-hit unblockable low, Use 
this attack against a defensive opponent 
as it tracks well and covers a lot of space. 
Hold down “4+§8 for a slow unblockable 
mid upper that can ring out well. This 
attack is too slow in general to be useful. 
™ Like Mist, Relic has a unique cancel of 
its own that occurs if you hold any direc- 
tion other than [®]. This cancel enables 
Mitsurugi to use a ton of attacks that can- 
not normally be executed from Relic as in 
these examples. 


MITSURUGI > COMBOS 


Execution 

B+A, V+A+8 

FC + +8 

SWR # or 4+, B+ 
4+8, 2418 

410, ¥ 9 P+ 

4+, 41+8 

+8, AK 

SWR @ or 4+8, ¥ 9,>+8 
(C)a+K, 2+ 

418, >.8~4, > />).(/8) 


Difficulty 
Beginner 
Beginner 48 No Yes 
Beginner 51 NO es: 
Beginner 53 Yes Yes 
Intermediate 84 NO Nes 
Intermediate N/A Yes No 
Intermediate 86 Yes. NO 
Intermediate 75 No 

Intermediate 59 Yes. 

Expert 87 No 


Pana Counter Guaranteed 
67 NO Yes 


SWR @ or 44+, + ~H, > [> ]4[/] Expert SO NG 


B~>, 4 4 >+8 

FC +8 8, B+ 

Mist 4+8, 91+8, ¥,%,>+8 
Mist ©+8, ¥,o> 


Expert 81 Yes 

Expert m5 ee 
Expert 129 No 

Expert 99 = No Yes 


Just remember, 


Whatever happens, 


Every paperboy needs 


three important things: 
balance, a sense of 
direction, and a cool 
bike. Fast legs don't 
hurt either. Now in 
30D, the arcade 
Classic returns on 
Nintendo’ 64 for 
an added dimen- 


sion of fun. 


30 stunt bike engine and 
3rd person chase camera. 


Over 45 routes, 100 interactive 
obstacles and Rumble Pak support. 


Perform aerial tricks, find hidden 
tracks, and play bonus levels. 


Upgrade your bike with better 
traction, suspension and gears. 


Parekh WW 
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XG STRATEGY 


Of Sophie’s assets, her crouch dash 
(¥ ,%,®) provides the greatest depth 
and versatility to your offensive game. 
The crouch dash enables Sophie to 
lunge into close range and evade all 
high attacks in the process. Naturally, 
you can’t immediately use the crouch 
dash in your offensive rush, so the key 
is to use her offensive rush patterns to 
pin your opponents down and force 
them into a defensive style of play. Once 
you have accomplished this, you can 
then start intimidating your opponents 
with sudden crouch dashes. 


As arush stylist, it’s key to open your 
opponent with a quick interrupt, so 4,A, 
¥+A or B,K are you best choices. B, 
induces a fair amount of block stagger so 
even if the opponent blocks feel free to 
continue your rush. If the B,K or A,@ is 
blocked it is wise to use a W+44 to 
counter your opponent’s retaliation 
attempt and continue your rush from FC. 
Ifthe &, or B,K hit they give Sophie a 
fair advantage and the follow-ups are 
really based on your own personal pref- 
erence. 

Of the follow-ups the ¥+B has an 
unusual trait in that W+B and FC, +B 
look identical. So it is very possible to 
bait your opponents with several 
FC, 94+08’s after a W+B. Once you feel 
they’re getting annoyed, add this final hit 
for some pure lovin: 4,A, ¥+B, 
FC,%+8, FC,4+8,B 

The ®+44,B is also a good setup as it 
is more than wise to use the # +44 alone 
and continue to the next phase of your 
rush or irritate your opponents with more 
®+/’s. At this point you'll need to seri- 
ously gauge how prone your opponents 


Sophie also rocks the house down when 
it comes to mid-range fighting. Despite the 
poor range, her attacks cover good dis- 
tance since she lunges inward as she 
strikes. Of all her attacks, the 
> |> }B+K,4,B is great to rush in and 
pressure your opponent. Practice delaying 
the hits as you’re more likely to open an 
impatient opponent with long delays. 

Also know that the ® [® }B is a great 
launcher that staggers well. If it connects, 
then combo like a madman. If he/she 
» blocks, follow it with a ¥,%,%+B. If you’re 
acing an opponent who is using a lot of 
8WR and side steps, then » [® } 4 will cut 
him/her off well. If it connects, go into your 


At first just use the crouch dash B 
(¥ ,%4,% +B), this is one of Sophie’s 
fastest attacks and should cut through 
any retaliation attempt. 

Once your opponent has become 
familiar to this assault, you can cancel 
the crouch dash into a throw by using 


ae: 


¥ ,9%,> ,N,%+G+A. This command may 
seem difficult; although learning it is an 
essential part of any great crouch dash 

game. The crouch dash cancel opens a 

new dimension to Sophie as it enables 

» [>] motions from the crouch dash by 
using the ¥,%,>,N,® motion. 


are to interrupts. If they prefer a heavy 
interrupt style use @[@#}B or #[@} 
to hop out of harm’s way and lift them. 
Once your opponents begin to settle 
into a defensive mode during your rushes 
> [> }+68+K,4,B is perfect to launch 
them skyward and irritate them to no 
end. Since the » [> + B+K,,B travels 
forward well, it is wise to use the delays 


often. From time to time, use 


> [> + B+K,A, > [> }G+A to keep your 


close-range rush patterns and if he/she 


blocks use a @[@}B or #[#} 


to shut 


him/her down. As usual, Sophie’s crouch 
dash can play a huge role in closing any 


gaps. 


Any good offensive rush leads to one 
thing—the wakeup games. While Sophie 
many not be the best in this department, 
she has more than enough ammo to keep 


Execution 
4+8,9, 8% >+8 
4/48 4% >+B 
+B, #4.4,.B 
+B, @#[@#]+B+ 
[#+B~4, #/@+B+ 
+B+K,4,B, ¥ 9%, >+B 
+K, ¥ %,>+B 
}+K, ¥,%,>+B 
> [> )+B+K 0,8, @[@B+ 
> |>.B > |>)]+B+K A,B 
SWR Left+4, » [> +G+4 
SWR Left+4, @,[@]}+B+ 
~B,V,4%>+B 
4 [)4K, #/4)+B+ 
4/4)K, > [> +B+K AB 
4/¢)+B, K~B 


[@ 
ed 
[* 
[> 
ad 
[¢ 
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opponents on their toes. 


The WS [4+] is a high risk and 
extremely high reward move since it 
comes out rather slow but shifts to 
unblockable in the blink of an eye. 

If you connect with a WS [44+], your 
best follow-ups are K~B, #[@}B, or 
@[@K since they are likely to connect 
on counter hits (on rushers). Check the 
combos at the bottom of the page for 
your best choices here. 


her opponents down. The most important 
tool in Sophie’s wakeup game is her @+B. 
The @+B can hit downed opponents and 
it staggers anyone who blocks it in pin- 
down stagger. 

The pin-down stagger forces opponents 
to recover in a crouched position, thus lim- 
iting their offensive potential to either 
standing or crouching attacks. If you base 
your knowledge on the opponent’s poten- 
tial, your best attacks are K~B (since it 
can jump over lows) or a quick side step 
and then another #+B. 

Sophie’s ® [® }B also hits grounded 
opponents, and if your opponent success- 
fully blocks he/she will be forced into 
thrust back stagger—a perfect setup for a 
quick ¥ ,%&,>+B. 


Difficulty Damage Counter Guaranteed 
Intermediate 59 No Yes 
Intermediate 59 No Yes 
Intermediate 71 No No 
Intermediate 77 No Yes 
Intermediate 97 Yes Yes 
Intermediate 98 Yes Yes 
Intermediate 56 No Yes 
Intermediate 57 Yes Yes 
Expert 113 No Yes 
Expert 76 No No 
Expert 80 No No 
Expert 65 Yes Yes 
Expert 77 Yes Yes 
Expert 74 Yes Yes 
Expert 72 Yes No 
Expert 51 No Yes 
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al ae gp nine thre 
varacter in the game. 


RUSHING: 


@ This rush style is based on countering 
your opponents with a quick ®+K or 
+B. |t is merely an over-simplified 
example designed to point you in the 
right direction. Once you halt your oppo- 
nent with a quick interrupt, Ivy can 
judge the speed and aggressiveness of 
the opponent and choose the best fol- 

_ low-up. If the opponent is playing a fast 
character and “knows no fear” then the 
VW 2 +B follow-up is the best choice. 
It will snap him/her out of any retalia- 
tion attempt and give you enough time 
to resume your offensive. lvy’s 4, is 
and attack that advances forward well 


vy’ S COMBOS: 


Execution 
4+B, ¥.A+B 
Win +B, 4+B+K 
¥+0+B, B,>+(B) 
4:8, 4:B+K 
4+B, B,>+(B) 
FC, +B, K, &+B+K 
2.0.8, VRB 
4@4.))) . 2+B+K 
B+K, B+B+iK 
B+B-+K, B+B.iK 
WS 8+B,8, ¥+A+B 
%+[ 1K], B+B.K 
#5[0+B), #+B+K 
¥+A+K,(G)4W+B 
@+8:B,4, 4:+Bik 
FC +B, #+B+K 
>, A> 9 82 0+B* 
Buk or aol Pastas Oe 


* = Large Ch 


Interm 
Interm 
Interm 
Interm 
Interm 
Interm 
Interm 
Interm 
Interm 
Interm 
Interm 
Interm 
Expert 
Expert 
Expert 
Expert 
Expert 


Difficulty 
Beginner 


MID-/LONG-RANGE GAME: 
@® Ivy’s mid- and long-range game is fairly 
simple, as her main tools are ®+{B], 
>+(B]~[4] >HB)-[¥], M+A+K, A, 

¥ B48, [$1 8+, Whip 4+ and 
Whip B+K. 

®@ The simple ® +{B] is one of the most 
overlooked attacks since most players 
foolishly prefer the ®+{B]~[#] or 

> +(B)]~[¥]. The ® +B] is easy to side 
step although the range is excellent. The 
recovery time is instant compared to the 
massively lagged ®+{B]~[#] or 
>+B)-[¥]. 

@ You can safely stick out several 


tah heh if they miss!) before your 


THROWING: 


® As a throw machine, lvy’s game 
revolves around her unique ability 

to buffer the command executions of 
her Summon Suffering 

(0, >, 9 9% ,2+9+B). Ivy can buffer 
the motions of the throw into attack 
motions enabling her to burst out a 
complex throw from almost nowhere. 
Here is an easy example: 

4+, +B, 9 ,%,2+0+B. As you 


can see, it is very possible to use 


buffer motions of the Summon Suffer 
with other moves. To truly master the 


and cuts off retreating and side stepping 


opponents with ease. Mix this in with a 
»+B for a strong direct rush. The ®+B 
lunges well into close range and pre- 
sents a wide variety of strong follow- 
ups. If you’re facing an opponent who is 
prone to interrupts, try using a 

¥ 2B +B to cut him/her down or use a 
+B to keep your rush moving forward. 
M Once the opponent gives you more 
breathing room use the ® [> }{K], 
¥+5+K, and ¥+4+B to keep him/her 
pressured. If any of these attacks con- 
nect it is easy to nail your opponent 
with a few quick ground hits. Both 

> [> and » [> }{ 4] stagger well 


aracters Only 


Damage Counter Guaranteed 
42 No Yes 
ediate 93 Yes Yes 
ediate 99 Yes No 
ediate 80 Yes Yes 
ediate 86 Yes No 
ediate No No 
ediate Yes Yes 
ediate Yes Yes 
ediate Yes Yes 
ediate No Yes 
ediate Yes No 
ediate No Yes 
ediate No Yes 
No Yes 
No No 
No Yes 
No 
No No 


opponent closes in on you. On the other 
hand, If you stick out one ®+{B]~[#] or 


» +{B]~[@] and the opponent successful- 


ly blocks, he/she will have enough time 
to rush in to close range. Practice side 
stepping and sticking out ®+{B/’s ina 
near circular pattern to peck your oppo- 
nents and force them to rush in. The 
%+A+K, is a fun tool in a mid-range 


assault that allows Ivy to attack low twice 


in rapid succession while crouching 
under high attacks. Try buffering in the 
Summon Suffering with this attack (see 
below). The #4+4+K, has surprising 
range, so practice using it from various 
distances to learn the maximum range. 


throw side of lvy it is imperative that 
you learn how to use the buffer with 
quick single hits such as A, B, @+B, 
®+K and so on. This way, you can 
interrupt your opponent and then link 
into the throw or go into your custom 
strings. Learning to use the Summon 
Suffering at this level requires an 
insane amount of practice, so don’t 
expect it to come with ease. An 
offensive rushing lvy who can peck 
opponents who run away, while 
Summon Suffering opponents who 
come too close to her is the ideal 
way to play her. 

@ Use the Summon Suffering buffer as 
a means to evade predictable low 
attacks. Since lvy can input the com- 
mands slowly (and the last three 
motions are downward motions), you 
can use slow inputs to crouch under 
attacks and pop them up witha 
Summon Suffering. This takes months 
of finger-blistering practice, 


and push the opponent out into mid 
range. If ¥+M+K connects, then the 
[G}#+B is a guaranteed combo. Use 
and abuse this combo often! If 4+ or 
¥+4+B connects, then follow them up 
with a ¥++B for an easy combo. If 
these attacks connect on a counter hit, 
then follow them with the #+B+K for 
massive damage! 

™ Spend some time in practice mode 
practicing these combos, as the goal of 


any offensive rush is to set up counters, 


hits and combos. Learn to discern a 
standard hit and a counter instantly— 


as your combos depend on knowing 
which finisher to use based on the 
hit effect. (Tougher to do than it 
sounds!) 

@ As your opponent begins to 
cower in fear of your rush, you’ll # 
have to mix throws in with slow / 
mid attacks. Ivy has great , 
throw range, although one / 
thing to remember is that /, 
both lvy’s throws exchange @ 

sides with her opponent so / 

if you are facing 

the edge and you 

throw your oppo- 

nent you will then 

have your back to 

the edge. 

@ On a positive 

note, Ivy’s G+ 

throw can ring out ioe 

even with her 

back to the edge. 
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The ¥,#,@+B should only be used 
against a rushing opponent, since this 
attack side steps to lvy’s right and safely 
counters incoming rush attempts with 
ease. You should use the #[@#}B+K 
sparingly as it can leave lvy open, 
although the rewards are high enabling a 
¥++B to combo in quite easily. The 
Whip 4+KK is best at mid range, since it 
has to be in the perfect range to link to 
the throw while the Whip B+K is a solid 
attack from about any range (and 
induces a heavy amount of block stag- 
ger). Overall, the Whip #4+KK is only for 
show while the Whip B+K serves the 
practicality department well. 


LY! 


@ Here are some ideal ways to set up the 
Summon Suffering: 


Seas A WS 


p M+A+K 2 terse Ss 

: > [> (KC A> 9 9 2+0+B 

© SWR Wo M+, OD FM SHB 
© (will combo on larger characters) , 
+H, 1 > FOB + +B (on counter | 
© hit will combo on larger characters) 


although the Summon 
Suffering is the single 
most important aspect 
of a well-rounded Ivy. 


“7; 
a 7 


-~ +A+K 4 [cla +B 
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WY +A+B 
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WE, 
The “freak on a leash” in 
Soul Calibur, Voldo is one 
of the more interesting and 
in-depth characters in 
gaming history. There 
seems to be only two types 
of people in this world 
when it comes to our 
favorite loon—either you 
love him or you hate him. 
Voldo brings an effective 
and highly eclectic style to 
the table that is both fun 
to use and fun to watch in 
the hands of a skilled mas- 
ter. He has a solid mid- 
range game and an 
extremely tricky and frus- 
trating close-ranged back- 
turned game to round him 
into a well-balanced char- 
acter. Voldo is a highly rec- 
ommended character for 
beginners and experts as 
his moves are easy to 
learn, and ultra-effective 
(though he boasts a long 
learning curve, keeping 
him fresh for a long time). 


VOLDO'S COMBOS 


Execution 

M+HIC>BS, BS +0 
B+K>BS, BS H+ M+ 
+KCBS, BSH 

B+->BS, BS A, > (> )+ at 
+K>BS, BS Mh, H+ M+ 
BS > [> ]+B, > ++ 

> [W ]+1C>BS, BS We N+ 

>+B O+iM+ 

RK, GK 

M+K>BS, BS G+ 

M+8C>BS, BS A+B~GMC, MC > [>] 
BS > [> +B G+K 

BS > [> ]+B, > [PE 

BS > [® ]+[4], step back, G+K 

BS > (]+[4], step forward, G+ 

BS > [> ]+[4], step left, G+ 

> (> ]+G+o+B, > [P]+G+o+B 


iK 


XG 


MID RANGE: 


@ From mid range, Voldo can easily mix up 
mid and low attacks with an alarming ease 
of deception. From mid range the simple 
mixup of ® [> }+8,K and @+A+8 is 
highly effective. The > [> + M+8,K staggers 
well, so if your opponent blocks follow it with 
either a #+/4 or W+K into WS K to go into 
your close-range Blind Stance rushing. The 
¥+8+B almost always hits and recovers 
crouching so if your opponent does block try 
to use a FC,94+/4+B to slip under his/her 
retaliation. However, in general if your oppo- 
nent blocks the ¥++B you're going to eat 
a hit so mix the ¥+A+B8 with the +8 fre- 
quently as both attacks look identical. 

@ Also always use a® [®}B to punish any 
missed attacks from your opponent. This 
attack does heavy damage and flattens the 
opponent when it connects. 

Bi Voldo’s ¥, 2, ++B is also a great mid- 
range low attack. The ¥,94,%+@+B crouch- 
es under high attacks and slithers low 
enough to slip under some mids so use it if 
your opponent is keeping you out well. If the 
¥ 4 ,>+5+B connects you can follow it 
with a WS K to go into your Blind Stance 
rush or a WS [B]}~ &+8 to retreat back into 
mid range. After this bizarre roll you can 
often surprise your opponent with a 
FC,%+8+8. Use +B to keep aggressive 
opponents from closing in; if this attack con- 
nects on counter hits a W+A+8 will combo 
easily. If the hit is not a counter hit mix up 
rushing in and throwing with ® [» }- 
attacks. 

@ Voldo’s %+8,Bcan also reach out and 
punish a rushing opponent and should be 
used from time to time as well. If you’re look- 
ing from some mid-range style points, 

Y 2) +640 is a silly attack that will 
embarrass any opponent and 

> [> }+-G+4+B is another great “what the?” 
attack. 


m@ At close range the following 
attacks are recommended to go 
into Blind Stance: 
A,B,4+A-BS 

V¥+B~@->>BS 

4+f->BS 

0+ A,4+0->BS 

B+K->BS 

WS K~>BS 


Guaranteed 
Yes 
Yes 
Yes 
No 
No 
Yes 
Yes 
Yes 
No 
No 
Yes 
No 


Counter 
No 
No 
No 
No 
No 
Yes 
No 
Yes 
No 
No 
No 
Yes 
Yes 
No 
No 
No 
NG 


Difficulty 
Beginner 
Beginner 
Beginner 
Intermediate 
Intermediate 
Intermediate 
Intermediate 
Intermediate 
Expert 
Expert 
Expert 
Expert 
Expert 
Expert 
Expert 
Expert 
Expert — 


Damage 


No 
No 
No 


DECEPTIVE ATTACKS: 


@ As your opponent begins to fear your BS 
rush, you'll need to mix in the slower and 
more deceptive BS attacks. BS > [> }{4] 
is a great launcher with surprising range 
that can leap over low attacks. If this con- 
nects, step back quickly and try fora G+ 
throw combo (see below). If the opponent 
blocks the BS » [® }{ A], then you will 
return safely to BS. Another rare BS attack 
is the +44. This attack staggers well and 
rings out to Voldo’s left. The BS +B and 
»> |>}B are great pressure attacks, 
although both tend to be ultra-slow. Hold 
off using these until your opponent has 
cowered completely. It is important to note 
that Voldo will remain in BS if he side steps 
while he is in BS. Use side steps mixed with 
the BS G+B throw to evade incoming 
attacks and sneak in a tricky throw. 


WS [B]~A+B 


(BS)# +88 
(BS)¥ +A+K 


CLOSE RANGE: 


@ As you can See using a ¥+ 

from BS into a WS B~A+B is an 
easy way back to your ideal mid 
range. That would simply ignore 
the pure fun and joy of rushing 
though, so try to link the BS ¥+A’s 
into WS Ks. If you land a BS ¥+ 
deep on a counter hit, try to go for 
a G+B throw. The WS K from the 
BS ¥+8 is an easy link that leads 
back into BS; use this simple cus- 
tom string often to frustrate your 
opponent. 

@ Once your opponent starts rush- 
ing often, use a BS ¥+B,B to pin 
him/her down. If these hit you can 
easily mix into the more ” 
risky BS-based 

attacks and 

even use the 

rare BS 

G+B.lfthe @ 

opponent 

blocks the BS 

4+8B,B, be ready 

to interrupt him/her 

with a BS ¥+ 

M@ Once you start feeling a 

little mischievous, use the BS 

+B to roll at your opponent. If 
the roll hits it will knock the oppo- 
nent down and send Voldo rolling 
into the air to combo in a second 
hit. If your opponent blocks the BS 
A+B, you can then doa BS 
8+B~[¥], or counter his/her retal- 
iation with a BS ¥+A. The BS 
V+B~G links into the Mantis Crawl 
but takes extreme timing skills to 
master. It adds a ton of depth and 
a surprising angle on Voldo’s BS- 
based rush. If the opponent isn’t 
fluent in Voldo’s arts, use the 
Mantis Crawl »[®] for a bizarre 
low rush. If this connects or is 
blocked it is usually wise to follow 
it with a Mantis Crawl K, and then 
return to BS. 
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Full Walk-through 
And Secrets! 


by Henry LaPierre 
freeza@ix.netcom.com 


tching for a Resident 
Evil-style game on 
Dreamcast? Until 
Code: Veronica 
arrives, Activision’s Blue 
Stinger will have to do. 
Graphically, Blue 
Stinger makes other 
games in the “survival 
horror” genre look like 
they were drawn with a 
crayon. But while all is 
rosy in the graphics 
arena, the same cannot 
be said for the game’s 
camera system, which is 
quite shoddy, to say the 
least (and it was actually 
improved over the import 
version, believe it or not). 
Aside from the camera, 
Blue Stinger offers tight 
controls, a decent (if a bit 
campy) story line, music 
to shop to (we think they 
stole the soundtrack from 
Macy’s), and gameplay 
that will keep you satis- 
fied through to the end. 
Some parting words to 
live by: When it comes to 
fighting enemies, the 
more pricey the weapon, 
the more damage it’s 
gonna do. Go get ’em! 
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Setting Up: 

By going into the Options, you can 
change the difficulty level of the game, 
the differences being: 


e The life meter Eliot begins the game 
with is 50 units long (Dogs will have 
70 at his starting point) on Easy and 
Medium difficulties, whereas it will 
only have 40 units (60 for Dogs) on 
Hard difficulty. 


¢ The enemy’s life meter is longer with 
each increase in difficulty. The enemy’s 
attack strength increases the harder 
the difficulty. The higher the difficulty, 
the fewer coins each enemy will drop. 


Basic Gameplay Elements: 


Holding either the analog stick or the 
directional pad toward an object while 
your character is standing next to it will 
cause your character to push it. Keep in 
mind that only certain objects through- 
out the game are movable. 


Your character’s speed is determined 
by his health. For example, if you are 
injured badly, you may limp along 
slowly, but if you’re in good health, 
you'll be able to run. 


When choosing weapons to equip Eliot 
with, remember that he has both a long- 
and short-range category. Dogs on the 
other hand can only equip one weapon 
at a time, even though his selection of 
weapons contains both types. 


Most enemies, except for the larger 
boss types and tentacles, respawn 
when you re-enter a room. This helps 
when you’re trying to collect money to 
purchase some of the 
more expensive items 
in the game. 


You must step away 
from doors and pas- 
sages before you can 
re-enter them. 


KISS Saving | 
System Terminals: 


These Memory Stations, 
upon their inspection, 
allow you to save your 
game in one of up to six 
files. Also, after com- 
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pleting a game of Blue Stinger, you will 
have the option of creating a “Cleared 
Game” save file. This allows you to 
begin a new game with whatever 
money and bonuses you’ve earned in 
the previous game. Each save file you 
use takes four blocks on your VMU. 


Map Download Stations: 


Upon their inspection, these green 
terminals allow you to download a 
full map for the surrounding area. If 
you have not downloaded an area 
map, only rooms or areas you have 
already entered will appear on the 
map, with your current location shown 
in red. 


Vending Machines: 


Throughout the game you will be able 
to use many different types of vending 
machines to purchase various items, 
weapons and ammunitions. 


Items: 


There are two categories from which 
you will find items throughout the 
game. The first type, which are catego- 
rized as “Food,” consist of health- 
related items usable at any time. If 
struck while using one of these items, 
it’s possible to have it knocked from 
your hands before it’s used. The second 
falls under the category of “Other,” and 
these are items usable only at specific 
times, like cards, keys and such. This 
type of item is used automatically when 
needed, so viewing one of them from 
the menu only gives you information on 
it. Keep in mind that most keys must be 
used at terminals next to the doors that 
they unlock. 


www.videogames.com 


~ Section One: Hi, My 
Name is Eliot Ballade... 
And | Need Help, Too. 


Chapter 1: Vacation’s Over 

@ After awakening on the end of a pier, 
take control of Eliot and walk forward, 
toward C-Gate. Halfway there, your 
Audio-Visual Unit begins beeping. 
Press the Start Button to activate it, 
and you discover that the person trying 
to reach you is a female K.1.S.S. securi- 
ty agent by the name of Janine King. 
just as Janine is stating what she needs 
from you, the transmission breaks up, 
cutting her off. Continue toward C-Gate, 
and just before you reach it, a figure is 
shown watching you from a distance. 


@ Upon reaching C-Gate, your A.V. Unit 
begins beeping again. After telling 
Janine that you’re alone and in need of 
help, she tells you to find an I.D. Card 
on a nearby corpse. Before she can 
explain anything further, the transmis- 
sion goes out again. 


eS 


™ Pass through C-Gate and inspect the 


second body in the following corridor 


to find the Co1 Gate Key. Exit through 


the shutter door at the end, then cross © 
the bridge and use the key to pass 
through Co1 gate. Start to cross next 
the bridge, and toward the end a 
mutated creature will leap onto it, 
attacking you from behind. 


®@ After saving you from the creature, 
the man who was watching you on the 
pier earlier introduces himself as Dogs 
Bower, captain of the cargo ship SS 
DeAnna. Dogs decides to accompany 
you, if only to keep you safe (from this 
point on, you can switch between Eliot 
or Dogs as the playable character, by 
way of the “Change” command on the 
main menu. 


@ Continue on to the Co2 Gate. Once 
there, push the crate against the small 


Co2 Room, then use it to climb onto the | 


room’s roof to find the Co2 Room Key 
and some ammunition. Hop down from 
the roof and use the key to enter the 
Co2 Room so that you may find some 
useful items and terminals. 


®@ After finding the items (equip the 
Handgun as Eliot’s long-range weapon) 
and using the terminals, leave the room 
and find the Co2 Gate Key near the 
body to the left of the Co2 Gate. Use 
the key to proceed through the Co2 
Gate, and continue down the following 
corridor, exiting at the opposite end. 
You will now be at the bridge to the 
shuttle port. Midway across, danger 
strikes. Before your characters can 


Dino Bridge/Dino Tunnel 


1: Small Hassy 
2: CO1 Gate Key 


3: Handgun Magazine 
4: CO2 Room Key 


gg op 
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5: Handgun 

6: Kimra Visitor’s 1.D. Card 
7: CO2 Gate Key 

8: Map Download Terminal 


—~ 


ig 


9: K.1.S.S. Saving System Terminal 
10: Arrow Magazine 


"| * Gate to Brain Dept 9 4 


_ J * Gate to Waterpipe 


react to it, three shots ring out, and it’s _ 
over. Upon answering your beeping A.V. 


Unit, you find that Janine was responsi- 
ble for saving you. After a few words of 
praise, she tells you that to reach her, 
you need to use one of the shuttles in 
the Slope Shuttle Port to reach the 
Brain Department Control Room. 


Chapter 2: Two-Minute Warning 
®@ Continue across the bridge and use 
the Kimra Visitor |.D. Card to enter the 
shuttle port's lower bay. Inside you'll 
encounter three tentacles, which 
although rooted in place, can lash out 
and deliver devastating blows. Five 
shots each from the Handgun should 
take care of them. 


@ in the small room at the rear left of 
the lower shuttle bay, you'll find the 
monitoring station for the shuttles. 
Inspect the terminal flashing the red 
“warning” screen to find that A-Shuttle 
is in the midst of a pressure overload 
which will cause it to free fall down A- 
Shaft. You now have two minutes to 
engage A-Shuttle’s emergency stop 
control system. To make matters worse, 
you discover there is someone onboard 
the shuttle. With that, the lock on A- 
Shaft disengages. Enter A-Shaft, and 
make your way to the top of it. Climb 
the ledge and ladder at the top right- 
hand side to enter the Emergency Stop 
Control Room. Use the emergency stop 
control terminal, inside the caged sec- 
tion of the room, to initiate the comput- 
er rescue program. This stops A-Shuttle 
from falling by locking it in place. 


6: Arrow Magazine 
7: Shuttle Monitoring System 
8: Shuttle Worker 
9: Napalm Launcher 

10: Emergency Stop Control Term. 


(on roof) 


* Gate to Run Road 


1: Map Download Terminal 
2: K.1.S.S. Saving System Terminal 
3: Vending Machine Type C 
4: Vending Machine Type B 
5: Vending Machine Type A 


___ HOSTRATESY ( 


a if you do not activate the emergency 


stop control within the two-minute time 


period, A-Shuttle will free fall down the 
shaft, exploding upon impact at the 
bottom and killing the worker inside. 


@ After accomplishing your task, exit 
to the right to enter the upper shuttle 
bay. From there, enter A-Shuttle to 
speak to the worker who was trapped 
inside, as well as acquire a weapon 
for Eliot. Next, make your way to the 
Brain Department Control Room to 
meet Janine. : 


in case you haven't seen his 
photo in EGM, our lovable Intern 
Skip looks just like this guy. 


@ Once everyone is introduced to 
Janine, you'll quiz her about what’s 
happening on the island. She suggests 
asking Nephilim. Walk toward the 
Eastern exit gate (to the right, toward 
Janine) to trigger Janine to call up a few 
files on the research facility. Any fur- 
ther information will require the pass- 
word of a lab employee, which you 
unfortunately do not have. 


19) 


* Slope Shuttle Bay Gate 


* Lab Town Gate 


Dino Slope/Brain Dept 


11: Metal Bat 

12: Large Hassy 

13: Vending Machine Type A 
14: Vending Machine Type C 


16: Karate T-Shirt 
17: Shuttle Control Terminal 


18: Main Computer Control Term. 


19: Map Download Terminal 
20: Water Capsule 
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15: K.I.S.S. Saving System Term. 


Section 1 ince Rats! 


. Chapter 3: It’s Got A Great Beat, 

And You Can Dance To It 

fl Your task now is to go to a bar called 

oe “Rats’ Place,” ’cause if you’re on the in 

with Rats, there’s nothing he can’t 
score for you. Janine then gives you the 

Lab Town Pass Card, as you’ll need one 
to enter Lab Town, the section of the 
TC island where Rats’ Place is located. 


' : . To make your travels a bit easier, 
_ inspect the shuttle control terminal 


across from Janine twice. This will 
_ deactivate the lock on B-Shuttle’s door, 


and engage the power to B-Shuttle. 


Ml Return to the upper shuttle bay and 
use B-Shuttle (inspect its controls, 


which are inside to the right) to ride 


_ back down to the lower shuttle bay. 


l@ Use the pass card to enter the gate 


to Lab Town, then proceed through the 
following corridor to reach the Hello 

_ Market area. Walk down the main strip, 
past the Hello Market, and enter the 
corridor at the far end. Pass through 


this to reach the freezer area of Lab 


Town, at the far end of which you will 
find that the safety wall has been 
raised, preventing you from reaching 
Rats’ Place by this route. 


@ Pick up the Hello Market Card, which 
you can find to the right of the safety 
wall, then start back toward the mar- 
ket. Janine will call you via your A.V. 
Unit. Answer it to find out that you can 
reach Rats’ Place by going through the 
freezers, but there’s a catch—to enter 
the freezers, you'll need a key. You now 
need to find Devlin, the manager of the 
Hello Market, as he should have a key 
to the freezers...if he’s still alive, 

that is. 


Chapter 4: No, You Push The Cart! 
@ Return to the Hello Market and use 
the Hello Market Card to enter it. Once 
inside, make your way to the Stockyard 
(storage area), and enter the Staff 
Room. Here you’ll find Devlin lying on 
the floor at the rear of the room, suffer- 
ing from a seizure. Devlin struggles to 
tell you that he needs a medication for 
his heart called Docksin, and that 
Roland, the market’s Vice-Manager, has 
the key to the freezers. 


@ You now have 42 minutes to find 
some Docksin and give Devlin a dose of 
it. If you don’t make it back to him in 
time, he will die. 


@ Since the Market’s pharmacy is out 
of Docksin, seek out the elevator. Once 
there, you find that in order to access 
the upper shopping areas, you'll need 
to complete the Christmas Stamp Rally, 
which involves obtaining four Pen Pen 
character stamps. 


@ Access the stamp rally machine 
located near the main door to the Hello 
Market to get a Rally Card and begin 
your quest. The four stamps can be 
found in stamp machines in the 
following locations: 
¢ Pen Pen Sparky Stamp: 

Pharmacy Section 
e Pen Pen Tina Stamp: 

Toy Section 


XG 


oo te Perbed tens 


© Taco Pen Sneak Stamp: 


_ crate at the rear so it’s under the termi- 


_ crate to climb onto the higner ones. 


Audio Visual Section - 


* Gate to Hello Market 
* Video Rental Section 


* Audio Visual 


®@ To open some sections ofthe © . (2) 
Market, you'll first need to proceed to 
Storage Room 02 atthe end ofthe 
Stockyard. Once there, push the large © 


* Gate to Dino Tunnel § * Gate to Dino Hillton St. 


Video Rental Section © 


nal set high up on the wall. Next, push 
the crate at the front of the room. 
against the crate you just pushed 
against the rear wall. Finally, climb 
them and access the emergency shutter 
terminal. Input the code number (0030) 
to open the Toy Section, then input 
(0050) to open the Food and Drink | 
Section. There are also items behind © 
the boxes at the left of the room that. 
can be reached by using the smaller 


LS _ | * Gate to Watery Passage | 


ais 


‘a 
LOO 


* | Record Shop | | Record Shop | 


GB) | doe 
Fonda onksecion] |(42) 


* Gate to Freezers 


™@ The key card to the Video Rental : 
Section i is found in the Music Section. a 4) 


Lab Town/Market 1F 


1: Hello Market Card 

2: Handgun Magazine 

3: Vending Machine Type C 

4: K.1.S.S. Saving System Terminal 
5: Map Download Terminal 

6: Christmas Stamp Rally Machine 
7: Taco Pen Sneak Stamp Machine 
8: Pen Pen Sparky Stamp Machine 
9: Pen Pen Tina Stamp Machine 


@ After collecting all four stamps, — 
return to the elevator and take it to the 
second floor. Once there, enter the 
shopping area and purchase the 
Docksin for Devlin. Next, find Roland in 
an aisle toward the center of the room, 
and he’Il tell you that the key to the 
freezers is inside a safe in the Staff 
Room. He’ll then proceed to give you 
the Safe Key. 


10: Todo Pen Buck Stamp Machine 
11: Vending Machine Type D 

12: Vending Machine Type H 

13: Vending Machine Type N 

14: Vending Machine Type M 

15: Arrow Magazine 

16: Handgun Magazine 

17: Large Hassy 

18: Rental Video Shop Card 


The Executive Shop, located at 
the rear of the Bargain Room, 
is blocked by laser scanners 
that will only allow entrance if 
you have accumulated over 
$3,000 in coins. 


@ Return to the Staff Room and give 
Devlin the Docksin. He gives you the 
First Warehouse Key in return, so that 
you can find some weapons. Use the 
Safe Key to open the safe on the desk 
at Devlin’s feet. Inside you’ll find the 
key to the freezers. Once you have the 
Freezing Storage Key, proceed to the 
First Warehouse (Storage Room 01), 
and use its key to enter the room. After 
obtaining the items from the First 
Warehouse, leave the Market and 
make your way toward the gate to 

the freezers. 


* Gate to Market 
* Staff Room 


* Storage Room o2 | & 


1a 


b paamiOO 


2X3) 


Chapter 5: Colder Than 

A Witch’s... 

M@ Use the Freezing Storage Key to 
enter the freezers. A small meter that 
represents your body temperature 
appears beneath your life bar. The bar 
is slowly depleting due to the severe 
coldness here in the freezers. 


Stockyard/Market 2F 


1: Arrow Magazine 

2: Large Hassy 

3: Kimra Bank Card 

4: Emergency Shutter Control Term. 
5: Devlin 

6: Gun Shop Key 

7: Working Shift Schedule 

8: Roland’s Safe/Freezing Stor. Key 
9: Napalm Launcher Magazine 
10: Shotgun 

11: Shotgun Magazine 


12: Vending Machine Type F 
13: Vending Machine Type E 
14: Vending Machine Type G 
15: Vending Machine Type B 
16: Vending Machine Type H 


17: Vending Machine Type K 
18: Vending Machine Type L 
19: Vending Machine Type | 
20: Vending Machine Type } 
21: Roland 


™@ Before you freeze to death, find the 
body with the key to the Warm Room on 
it, then return to the Warm Room and 
enter it. Upon entering this, and most 
other rooms throughout the freezer, 
your temperature will rise. Take the 


(02) 
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key to the Operation Room from the _ 
__ body on the floor, then proceed to the 


Operation Room and enter it. Pick up 
the Machine Room Key that's lyingon 
the floor, then access the freezerther- 


mostat control system monitor to 
receive the Invert Key. Now make your 


way over to the Machine Room, picking — 


up the Heater in one of the passages 


along the way. Use the Machine Room _ 


Key to enter the room, where you will 
come face to face with an ice dragon. — 


@ After defeating the ice dragon, you 
receive the Control Room Key. Use this 
key at the rear of the room to enter the 
Control Room. Use the Invert Key in the 
freezer thermostat control center termi- 
nal to activate the quick heat system, 
then access the terminal a second time. 
Shut the quick heat system off, and set 
the RPMs of the clyopump to 5000. This 
will activate the refrigeration mode, 
which defrosts the frozen doors and 
allows easier passage through Freezers 
B and C. 


if you set the clyopump's RPM 
to 4,999 or lower, it becomes _ 
too hot, prompting you to make — 
a quick escape. If set to 6,000 
RPM or above, freezing mode 

will re-engage, causing the 

doors to re-freeze. 


@ Make your way to Freezer B, which 
due to your having set the clyopump on 
refrigeration mode, is now in the form 
of a maze filled with ice blocks (if you 
set the temperature too high by way of 
the clyopump, Freezer B would be filled 
with water, due to the ice blocks melt- 
ing). Navigate your way through the 
maze, until you reach the ladder at the 
opposite end of it. Climb the ladder to 
reach Freezer C. 


@ In Freezer C, you will notice a mutat- 
ed buffalo frozen inside a block of ice in 
the center of the room—had you set 
the temperature too high, this creature 
would have thawed out, and you would 
have had to fight it. Now, push the sin- 
gle ice block back against the side wall, 
then climb over it to the side closest to 
the room's rear wall. Next, push the ice 
block forward, so you can climb from it 
to where the Meat Room Key is, atop 
the double stacked ice blocks at the 
front corner of the room (if you had set 
the temperature too high, you would 
have received the key upon defeating 
the buffalo). Pick up the Meat Room 
Key, and use it to enter the Meat Room. 
Proceed through the room, breaking 
the unbagged slab of meat hanging in 
the final row in order to pass, then 
climb over the boxes at the rear to 
reach the exit. 


Chapter 6: Happy Hour’s Over 
®@ You will now be inside a save room. 
Exit the save room and make your way 
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"into the Digi 


leasure Dome — 


_ Arcade. In the back corner, you’ll find a 


_ little girl named Sandy, crying. Talk to 
her and she hands you a game coin. 


Use the coin to play the Jungle Hunter 


- Shooting game, so that you can win her 


the Big Gaily stuffed animal (shooting 
the three animal targets, with any 
weapon, will win you the Big Gaily). 
Pick up the stuffed animal from the 


_ floor once you’ve won it, and give it to 
- Sandy. In return, she tells you, by way 


of a slight riddle, the four-digit pass- 
code to unlock the “Staff Only” door in 
the arcade. Sandy says it’s Christmas 
Eve, and the date for Christmas Eve is 
Dec. 24. With that, enter (1224) as the 
passcode, and the door will unlock. 


@ Continue on through the door, pass- 
ing through the barber shop at the far 
end of the alley that you emerge in, to 
reach the piers. From there, make your 
way to Rats’ Place. 


®@ Inside Rats’ Place, push the pool 
table under the picture of the rack of 
billiard balls. Next, climb onto the pool 
table and push the glowing ball in the 
center of the picture to open a passage 
that leads down to Rats’ Yard. 
Downstairs you will come across Rats 
himself, hiding behind the wine racks. 
Speak to Rats, then push aside the 
wine rack to your left to find the follow- 
ing three items, the Fisher’s Key, Chris’ 
1.D. Card and Chris’ Driving License. 


Chapter 7: Swimming With 


The Fishes 

@ Leave Rats’ Place, and make your 
way back to the Fishing Place Tackle 
Shop, located at the piers. Use the 
Fisher’s Key to enter it. Kill the four 
piranha that are flapping around on the 
floor to receive the Fishing Place Key. 
Use it to open the door that leads 
behind the Tackle Shop to the 
Fisherman’s Pier, where you will find a 
tube of Fish Poison. 


@ Return to the Piranha Pool, and 
walk down the ramp toward the water. 
You will automatically toss the Fish 
Poison into the pool, destroying the 


piranha. Swim through the piranha pool 


(for some reason, even though Dogs is 
the captain of a ship, he cannot swim... 
perhaps this is the reason you always 
hear that the Captain goes down with 
the ship?) and kill the mutated 
barracuda in Pool 02 (keep in mind 
your Handgun can be fired underwater, 
and that you can climb onto the ramp 
at the rear). 


@ After defeating the barracuda, swim 
through the watery passage (the gate 
to the watery passage is low in the 
water at the base of the Pool 02 ramp) 
that leads to the Hello Market area. 
You'll need to inspect the doorway at 
the end of the passage twice to open it. 


@ Once through, return to the Brain 
Department Control Room and speak to 
Janine. Input the password (0513) to 
access the restricted information (the 
password is the birthdate on Chris’ 
Driving License). After learning some 
more info, another problem arises. It 
seems the power supply is low, and 
until you rectify this dilemma, you will 
not be able to enter the lab. 


* Entry Gate 


7 


* Control Room 
* Gate to Freezer B 


* Ladder to Freezer C 


Freezer A/Freezer B 


1: Operation Room Key 
2: Warm Room Key 
3: Vending Machine Type | 


7: Thermostat Control Clyopump 
8: Arrow Magazine 
9: Vending Machine Type B 
10: Vending Machine Type C 
11: Map Download Terminal 
12: K.LS.S. Saving System Terminal 


4: Thermostat Control Monitor Key 
5: Machine Room Key 
6: Heater 


* Stairs to Rats’ Yard 


* Gate to Watery Passage 
* Bank of Kimra 


* Gate to Meat Room 
m | * Barber Shop 6) m) , 


oO] Tima 


* Rats’ Place 


2 


oS 
Mid Area 


1: K.1.S.S. Saving System Terminal 
2: Map Download Terminal 
3: Vending Machine Type C 
4: Vending Machine Type A 


9: Shotgun Magazine 
10: Fish Poison 

11: Hot Dog 

12: Hamburger 

13: Rail Gun Magazine 
14: Steak Plate 

15: Bazooka Magazine 
16: Ray Sword 


5: Rail Gun 

6: Sandy/Game Coin 
7: Big Gaily 

8: Large Hassy 


@ 


_ XG STRATE 


XG 


‘WG STRATEGY 


— te suk Gace you ve ae one —_ 2 


@ Your task 10W 
Plant and restore 
the island to no 
room by the Eastern e 
your way to the fuel tan 
the upper Run Road. . 


nto the terminal below, and 

it again. Upon activating the 

) system, an emergency alert — 
ounds. Due to exposure to flame, — 
he tank will explode within moments. 
back to the roof, but instead of 
oing toward the intake holes, run to 
he end of the walkway leading out 


- over the cD ARN: 


nl : After getting up from your near- 
_ death experience, continue on to the 


8 parking area for the Kimra Power Plant. 


To find a weapon for Dogs, pro- 
_ceed to the helipad, and follow 
the path that leads around the 
outside (push the large rock 
that is blocking the stairs to 
the side). You'll find a Gatling 
Gun and ammunition for him. 


‘@ Once there, walk along the left side 
of the fuel tank, until you reach the 
edge of a chasm. Here you'll find a 
Permission Card. Climb the ladder lead- 
ing up the fuel tank and use the card in 
the terminal that you come to. Next, 
use any weapon to remove a lock cap 
from an intake hole (smokestack) on 


1: Gatling Gun 

2: Gatling Gun Magazine 

3: Large Hassy 

4: Yucatan Bank Card 

5: K.1.5.S. Saving System Terminal . 
6: Map Download Terminal 

7: Permission Card 

8: Life Hook 


9: Bazooka 
10: jeep 


13: Plasma 


16: Control 


* Stairs to Level 1F 


XG 


There you'll see a large hole in the 
door that you can climb enone to 
2 enter the Plant. 


Chapter 9: Something” s 

Bugging Eliot 

@ Inside the Power Plant’s Control 
Room, press the red button in the rear 
right corner to activate the emergency 
lights. Next, go to the cubicle next to 
the elevator, and inspect the terminal 
displaying the message, “Check the 
system.” The computer informs you of 
capacitor shorts in the following four 
superconductor circuits: B-4-3, R-6-1, Y- 
1-3 and G-3-2. The first two digits in 
each circuit refer to which section and 
room each is in, while the third refers 
to the circuit number itself. So B-4-3 
would be B-Section, room four, 

circuit 3. 


l@ Now, go downstairs and get the 


. crank from the Tool Room, and two 


Run Road/Power Plant 1F 


17: Stun Rod 
18: Electric Cable 


ric cables t from the Cable | 


rooms R-7 and Ga to find a third = . 


tion slaves. Trying to ea any e 
tric cables without the gloves on will - 
only result in a nasty shock. Once you 


have these items, replace the four cir 
cuits the computer told you of earlier. — 


™@ Once the four circuits are repaired, 
the power flickers, then goes back out. 
Something else is wrong here. Enter 
the Administrations Office in Y-Section 
to find the Condenser Room Key, then 
use the terminal in the Control Room to 
learn that you need to check the power 
source on the third floor. 


@ Take the elevator to level 2F (the 
save room on this floor contains a 
K.1.S.S. Saving System Terminal, two 
Life Hooks and two vending 
machines—type C and type O), and 
from there, cross the catwalk and take 
the next elevator to level 3F. 


@ Once there, continue on until you 
reach a room where two dragonflies, 
one of which is carrying a body, are fly- 
ing about. Kill them to receive the Plant 
Area Card from the body one was carry- 


— elec : 2 - ing, thens use it to unlock the next door 
= Warehouse. Return to the Control Room 
and inspect the crank socket beside the 
ZS doorway | next to the elevator. Once ~ 
you've opened the door, proceed io 


BLUESTINGER 


_ Proceed to the Condenser Room and ~ 
use its. key to enter it. Inside, you see 


that the main condenser unit is covered 
. by a swarm of lightning bugs. Destroy | 
— the lightning bugs (the Plasma Gun and 
‘Shotgun are both effective), to stop the 
— drain on the condenser. 


a Next, access the control panel in the 
- Control Room to return the power sys- 
ie to maximum output. Now that all 


_ is well with the island’s power supply, sy 
make your way back outtothe parking 


2 - area. There you’re confrontedbya sy 
mutated crab that has claimed the jeep 
_ that was parked here earlier as its oa 


shell. (To find a Bazooka for Eliot, goto a 
the spot where the jeep was originally oo 
parked .) Upon Gefeating the crab, sel oS : 
are given the Jeep ia — 


@ Leave the parking area, ond sta 
back to the Brain Department. Upon | 
reaching the chasm where the fuel tank . 
exploded, you’ll be able to open the 
previously shut gate, due to the power 
being restored. This is so that you may - 
loop around the chasm by way of the 


lower Run Road. 


a Once you arrive at the Brain 
Department Control Room, approach 
the main control terminal and you'll 
again use Chris’ |.D. Card to access the 
main computer. After this, you’re set to 
- goto the lab. 


11: Hamburger 
12: Bazooka Magazine 


14: Laser Gun Battery 
15: Emergency Light Switch 


19: Condenser Room Key 
20: Shotgun Magazine 


21: Stock Room Key 
22: Insulation Gloves 
23: Bermuda Bank Card 


Gun Battery 


Panel 


o 


* Parking Area 


* Fuel Tank * Admin. Office 


* Stairs to level Ba ) 
oe 


* Gate to Lab 


@ 


* Parking Area 


* Elevator to Level B2 43) 


Power Plant B1/Power Plant 3F 


1: Crank 

2: Electric Cable 

3: Arrow Magazine 

4: Handgun Magazine 


9: Vending Machine Type A 

10: K.1.S.S. Saving System Term. 
11: Map Download Terminal 

12: Omega Key 

13: Dragonfly/Plant Area Card 
14: Handgun Magazine 

15: Arrow Magazine 


5: Vending Machine Type A 

6: Map Download Terminal 

7: K.I.S.S. Saving System Term. 
8: Rail Gun Magazine 
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— Science RunAmok =. 
_ Chapter 10: Going For A Ride 
Bf At this point, for a few extras, if you 

_ go back to the Mid Area, you’ll be able 

_ to enter the Omega Club (if you found 

_ the key), as well as withdraw money 

_ from the four accounts at the Bank of 
Kimra (if you’ve found their bankcards). 
The passcodes to use at the automatic 
tellers are as follows: 
* Eliot’s Bank Card: passcode 3532 


© Kimra Bank Card: passcode 1008 


e Yucatan Bank Card: passcode 1861 
¢ Bermuda Bank Card: passcode 1394 


To return to the Mid Area 

for any reason, push the large 
crate against the raised 
landing, then climb it to reach 
the door. 


@ Return to the Run Road, and once 
there, walk south through the open 
check gate into the section A3 jeep 
hangar. Use the Jeep Key to drive the 
jeep to the Kimra Xenobiological 
Laboratory. 


@ Enter the lab by the front door, and 
proceed into the germ scanning room. 
Approach the scanner at the rear of the 
room to find that you need to rid your- 
self of all germs in order to enter the 
lab. To do this, begin by going to the 
changing room and attempting to 
change into the two clean suits that 
you find there. Upon changing, Dogs 
comes to the realization that he can’t fit 
into a medium-size suit, and Eliot dis- 
covers the key to the Lounge in his 
pocket. Next, use the key to enter the 
Lounge, where you will see a Santa 
Claus suit in the corner. Pick up the 
Santa suit, and Eliot will convince Dogs 
to try it on. 


@ After Dogs puts on the suit, proceed 
through the door at the rear to enter 
the bath room. Walk toward the rear 
of the room to trigger a discussion 
about Eliot’s personal hygiene, then 
approach the door to the bath area 
itself, and it’s rub a dub dub, two men 
in a tub. After cleaning off in the tub, 
return to the germ scanning room. You 
will now be permitted to enter the inte- 
rior of the lab. 


Chapter 11: Testing Positive 

@ Enter the open storage hangar and 
walk to the back of it. A giant slime 
drops from the ceiling and attacks you. 
Once you defeat the slime, you’re given 
the Lab Observatory Key. On the way to 
the Observatory Room, Eliot has a 
slight problem. During the encounter 
with the slime, he swallowed some of 
the monster’s bile. Due to this, Eliot 
has a nasty reaction (you are what you 
eat). Next, use the key to enter the 
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_ an oxygen cylinder (breathing m, 
aswell, 


bse 


- M Leave the Observatory Roomand. = ave 
continue down the hallway untilyou (45) 
reach the door marked “Staff Only.” = 


Proceed through it to enter the gas- 
filled inner hall (a small meter repre- 
senting your oxygen supply appears 


beneath your character's life bar). = 


@ Due to the gas leak, emergency . 


shutters have lowered in front ofsome _ 


doors, preventing you from gaining 
entrance. Your task now is to shut down 
the gas. Begin by going downstairs, 
where you will come to a short hall. 

On the floor, next to a body, you will 
find the Exhaust Room Key. Return 
upstairs and use it to enter the Exhaust 
Room. Inside the Exhaust Room, 
engage the gas exhaustion system to 
expel the gas and fill the halls with 
oxygen. The emergency shutters will 
raise once the gas clears. 


@ Next, enter the Medical Room, and 


after disposing of the mutated lobsters, _ 


climb onto the table and talk to Aisha. 
She recommends finding Dr. Jacob in. 
his private lab. At this point, proceed 
downstairs to the Sterilization Shower 
Room. You soon find that the steriliza- 
tion shower isn’t working, so you’ll 
need to repair it if you plan to go any 
further. Go to the Bombe Castdy Room, 
and push the sterilization cylinder into 
the empty slot in the machinery. Next, 
enter the Shower Operation Room and 
inspect the terminal on the far wall to 
engage the sterilization shower system 
(there is free water in the cups on the 
small table —your health refills slightly 
with each cup you drink). Return to the 
Sterilization Shower Room, and after 
going through the sterilization process, 
enter the Elevator Room and make your 
way into the elevator chamber itself. 


@ After failing a quick blood test, the 
elevator will not take you to level B2. 
Instead, it reopens, letting you back out 
in the Elevator Room. After trying to 
exit the room, while controlling Eliot, 
inspect the heating pipe that is running 
up the rear wall. Due to Eliot’s condi- 
tion, he now has the ability to climb the 
facility’s heating pipes. 


Chapter 12: Finding The Cure 

®@ Climb the pipe in the Elevator Room 
to reach the Exhaust Room. From there, 
continue to climb across the pipe that 
runs through the ceiling of this room 
and passes through numerous others 
(you must press the inspect button to 
climb down or enter the next area while 
climbing on the pipes), until you find 
yourself in the hall outside the Elevator 
Room on level B1. Now, climb the set of 
pipes next to the ones you just climbed 
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* Germ Scanning Room 


* Gate to Parking 
* Changing Room 


eon 


Lab 1F 


| 1: Large Hassy 
2: Clean Suit/Lounge Key 
| 3: Santa Suit 


8: Vending Machine Type K 
9: Vending Machine Type } 
10: Vending Machine Type C 


* Bombe Castdy Room 
* Shower Operation Room | © | N - si 
T 

b 


Sg 


* Stairs to Level 1F : = 
* Stairs to Level B3 


1: Exhaust Room Key 


2: Free Water 


3: Frozen Blood 
4: Vending Machine Type B 
5: Vending Machine Type G 


down from (the pipes next to the R-305 
Room), and follow them to their end, in 
Experimentation Room Number Three. 
Destroy the mutated caterpillars and 
get the Frozen Blood Pack from the 
freezer on the other side of the large 
stasis tube. Next, proceed to the Blood 
Thawing Room on level 1F and thaw the 
frozen blood by putting it in the 
defrosting device and turning it on. 
Next, make your way back into the 
Elevator Room by way of the pipe lead- 
ing downward inside the Exhaust 
Room, then enter the elevator chamber 
itself. The scanner mistakenly thinks 
that you are now alright, thanks to the 
thawing blood, and unlocks the 
Elevator Room door, while also allow- 
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* Stairs to Level B1 * Blend sitesetsios noe : 
11: Vending Machine Type M 


12: K.1.S.S Saving System Term. 
13: Map Download Terminal 


| 4: Vending Machine Type A 14: Oxygen Cylinder 
5: Vending Machine Type F 15: Gas Exhaustion System 
6: Vending Machine Type B 16: lesha 
7: Slime/Lab Observatory Key 17: Blood Thawing Device 


18: Gigadent Disc 
19: Dr. Kimura’s 1.D. Card 
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—| * Open Storage Hanger 
——| * Observatory Room 
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* Exhaust Room 
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* Sterilization Shower Room 


—| * R-305 Room 
* Elevator to Level B2 
* Elevator Room | 
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6: Vending Machine Type K 

7: Vending Machine Type J 

8: Map Download Terminal 

9: K.1.S.S. Saving System Term. 


ing you to use the elevator to reach 
level B2. 


®@ Enter Experimentation Room 
Number Four, and upon rounding the 
corner inside it, you’ll come face to face 
with Dr. Jacob—only he’s not entirely 
human anymore. Upon defeating Dr. 
Jacob, you are given the Jacob Safe Key. 
Walk to the rear of the room, and use 
the key to open the safe on the small 
stand. Inside you'll find Jacob’s Disc 
and the Jacob Key. Inspect the chart 
next to the safe to insert the disc and 
learn that the final metamorphosis that 
occurs when a human has been 
exposed to the Dinosite Cell can be 
delayed if treated with R-305. It can 
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also be reversed if inoculated with 


something known as A-Vect. 


ll Once you've discovered this informa- 
tion, return to the Valve Room on level 


Ba and activate the R-305 Alch Tank 


Stream System. The tanks of R-305 in 
_ the nearby R-305 Room are then 

allowed to drain onto the floor, turning 
the bottom of the room into a small 


. pool of the chemical. 


ll Proceed to the R-305 Room and have 
~ Eliot dive into the pool of chemicals. 


This will extend the period of time Eliot 
has before he undergoes the final 


_ mutation by 30 minutes. After this, go 


to the Botanical Area on level B2. 


Inside, make your way to the door 


located at the rear of the room (if Eliot 
has drank a generous amount of the 
Free Water you found in the Shower 
-. Operation Room, he will stop to uri- 


nate. Unfortunately, this alerts a plant 


. : _dragon of your presence), and use the 
Jacob Key to exit through it. Next, enter 
the Aquatic Life Experimentation Room 


and you'll see a giant fish tank, a 
- switch on the wall opposite it, and a 
ladder at the rear. Inspect the switch to 
open the airlock gate to the ventilation 
shaft, then climb the ladder at the rear 
to enter level BM2. 


Dive into the fish tank and retrieve 
the Mining Place Key from the bottom 
(while being careful to avoid the piran- 
ha and the large barracuda that are 
swimming about in the tank), then 
return to Experimentation Room 
Number Four and climb the heating 
pipe that is there. Follow it to its end in 
a locked Elevator Room. Take this ele- 
vator to level B3, and make your way to 
the Mining Place. 
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"ML Use the Mining Place Key to enter 
_ the Mining Place, and begin an 


_ defeating the slime, you're given the 


normal, proceed to Experimentation 


_ the observation tank containing the 


‘@ Once across, walk down the stairs 


~— BLUESTINGER 


encounter with a large slime. After _ 


Medical Lab Key. Return to the Medical _ 
Labonlevel B2andusethekeyto 
enter it. Access the terminal at the rear 

to use the A-Vect. Once Eliot is back to. 


Room Number Five, and inspect the dog 
inside the end kennel to receive the _ 
Clone Room Key. 


* Elevator to Level B3 


4 * Aquatic Life Exper. Room 
Make your way to the Clone Room 
on level 1F (if you enter the Observatory 

Room, you can use Jacob’s Disc in the 

terminal at the rear of the room to learn 
more about Dinosite). Once inside the | 
Clone Room, climb the stairs at the left, 
then cross the walkway that leads over 


: * Ladder to Level BM2 | 
* Medical Lab ————— : 
T18) 
* Botanical Area , ) : 
— : | * Experimentation Room 5 


* Experimentation Room 4 
large dead creature. _ oe 


* Back Hall Stairs 
that lead back toward the front of the * Elevator to Level Ba 
room. Here you will find another dead 
creature, this one much smaller than 
the one in the tank. Inspect the crea- 
ture’s body to find a Gigadent Disc, and 
a Kimra !.D. Card belonging to Dr. 
Kimura. Use Dr. Kimura’s |.D. Card to 
enter the door at the rear left side of 
the room. 


8 * Elevator to Level B2 


Lab B3 


You'll now be in a fenced-off area 
outside the lab. Enter the door across 
from you, and descend the long corri- 
dor that leads to the Gigadent Control 1 
Room, facing enemies both large and 
small as you go. 


* Mining Place 


2 


* Stairs to Level B1 Le 


Upon reaching the Gigadent Control 
Room (Fossil Home), access the termi- 
nal at the front left (there is a type B 
vending machine at the front right) to 
learn more about the blue meteor. After 
the terminal forbids you from receiving 
any more information, inspect the 
observation window at the rear of the 
room. Once you’ve seen the blue mete- 
or, return to the Lab, and begin your 
trek back to the Brain Department 
Control Room. 


Vending Machines Listing: 


These machines can be used to purchase various items, 
weapons and ammunitions. 
items Available Cost items Available Cost 


Style Style 


$200 
$320 
$500 


Small Hassy $30 
Large Hassy $60 
Sandwiches $80 


Napalm Launcher Mag. 
Bazooka Magazine 
Super Bazooka Mag. 

Upon leaving the lab, a violent 
rumbling occurs. An immense hole has 
just ripped open in the ground on the 
lower Run Road, near where the fuel 
tank was. You'll now need to climb 
across the exposed pipes to reach the 
Brain Department. 


Large Hassy S60 
Hot Dog $120 
Hamburger $160 


$150 
$200 
$200 


Ray Gun Battery 
Gatling Gun Mag. 
Rail Gun Magazine 


Rail Gun 
Gatling Gun 
Ray Gun (Sold Out) 


Hand Gun Magazine | $50 
Arrow Magazine S60 
Shotgun Magazine | $120 


$4,000 
$7,000 
$800,000 


$5,000 
$8,500 
$16,000 


Small Hassy $30 
Large Hassy $60 
Docksin (Sold Out) | $380 


Napalm Launcher 
Laser Gun 
Super Bazooka 


Large Hassy S60 
Docksin $380 
Stun Rod $3,300 


Acid Tank $90 
Plasma Gun Battery | $230 
Laser Gun Battery $400 


Sushi Plate 
Pasta Plate 
Steak Plate 


Acid Gun 
Shotgun 
Plasma Gun 


$1,200 
$1,550 
$3,650 


$300 
S800 
$2,400 


Wrestle T-Shirt 
lron Fist 
Ray Sword 


Life Hook 
Life Hook 
Life Hook 


$500 
$500 
$500 


$2,300 
$4,000 
$7,000 


Movie Ticket (Sold Out) | $300 
Movie Ticket (Sold Out) | $300 
Movie Ticket $300 


$300 
$720 
$230 


Emergency Axe 
Sumo T-Shirt 
Jumbo Club 
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roe! 


KONAMI. 


or Mine... 


_ that you just learned is about to hatch 


deep within the island. Janine has an 
idea, and gives you her I.D. Card. You 
must now go to her apartment at the 

— Dino Hillton Hotel and get her rifle. All 


will be explained when you return with 
_ the gun.  . 


Leave the control room and proceed — 


toward the Hello Market area of 

_ Lab Town. Once in Lab Town, instead of 
taking a right toward the Hello Market, 
take a left and make your way to the 
locked gate to Dino Hillton Street. Use 
Janine’s |.D. Card to pass through the 
gate, then continue down Dino Hillton 
Street, avoiding or fighting its — 
inhabitants as you go. Once you 

reach the Dino Hillton Hotel, you'll 
encounter a rather unfriendly looking 
mutated buffalo. 


ll The buffalo will repeatedly charge at 
you unless you kill it, so take it out as 
soon as possible (the bigger the gun 
the better). After disposing of the buffa- 
lo, use the orange vending machine to 
the right of the Dino Hillton Cinemax 

Theater’s entrance to purchase a Ticket 

to the next showing of Love Target. Use 

the Ticket to enter the theater. 


@ Once in the theater, make your way 
to the Screening Room, where you will 
come under attack by a dust dragon 
(stand on the boxes behind the torn 
screen to avoid his attacks). Upon 
defeating the dragon, you are given 

the Stairway Switch Key. Use it at the 
switch on the wall behind the torn 
screen to open the hidden staircase 
that leads inside the Dino Hillton Hotel. 
Descend the staircase, and use the 
basement passage (you can find a 
Hamburger and Rail Gun Magazine ona 
body here) and ladder that you'll find 
there, to gain entrance to the first floor 
of the hotel. 


@ Make your way to Janine's 
Apartment, and use her I.D. Card to try 
to open the door. After hearing the 
recording made by two of her neigh- 
bors, John and Nick, walk back to the 
Christmas Party Room and use Janine's 
1.D. Card to enter the room. 


@ Inside, find Nick’s I.D. Card, which 


is hidden in the lamp at the rear-left 
corner (you must climb on top of the 
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the kitchen. Insid 
John’s 1.D. Card whi 
_ behind the food cart, then continueon 


mp to get this). Nex 


he door on the le 


d proceed to — | 
nthe floor 


to John’s Apartment. Use John’s I.D. 


- Cardtoenterhisroom.You’llfindthe =~ 
Living Room Key ontopofthestandee | 

ofthe “Danger Flammable” worker 

~ located next to the door (you'll have to 


climb on top of the pile of tirestoreach 


H@ Next, go to Nick’s Apartment, and 
use Nick’s I.D. Card to enter it. Inside, 


_ pick up the Water Gun that you’ll find 


under the pillow on his bed. 


@ Now make your way to the Living 
Room and use its key to enter it. At 

the rear is an open door that leads 

into the bathroom. Walk into the 
bathroom and fill the Water Gun by 
inspecting the full bathtub. Once 
you’ve filled the Water Gun, walk back 
into the Living Room and inspect the 
fireplace. Doing this will trigger it to 
douse the flames. Once the flames 
have been put out, you’ll notice a lad- 
der hidden at the rear of the fireplace 
(you could also have doused the flames 
in the fireplace in the Christmas Party 
Room, as there was also a ladder lead- 
ing to the roof there). Climb the ladder 
(you’d think the rungs would be hot, 
having had a raging fire blazing around 
them for so long, but miraculously 
they’re not) to reach the roof of the 
hotel, then from there, make your way 
to the ladder at the end of the walkway 
to the right (toward the camera). 
Descend this ladder to enter Janine’s 
Apartment. Once inside, Dogs and 

Eliot notice a picture on Janine’s 
bureau. It’s a picture of Jean King, 
Dogs’ ex-wife, holding a baby. The 

plot thickens... After finding out an 
interesting bit of information (as if 

you hadn't figured it out already), pick 
up the rifle case, which contains 
Janine’s Rifle, from the floor on the side 
of her bed. Once you are in possession 
of the rifle, leave Janine’s Apartment by 
the door at the foot of the bed. This 
leads to the back hall stairs, which 
come out at the lobby of the hotel. 
From there, make your way back to the 


Brain Department Control Room and 


give Janine her rifle. 


it the room by soe 


| * Stairs to Level 2F ig 


* Screening Room | § 


* Ladder to Level Bi 


4: Rail Gun Magazine 
5: Bazooka Magazine 
6: Hamburger 
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1: Rail Gun Magazine 
2: K.1.S.S. Saving System Terminal 
3: Map Download Terminal 
4: Vending Machine Type P 


6: Emergency Stair Switch 


* John’s Apartment 
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1: Acid Tank 
2: Large Hassy 
3: Nick’s I.D. Card 


7: John’s 1.D. Card 
8: Living Room Key 
9: Party Memo 

10: Water Gun 

11: Rifle 

12: Doll 
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- ‘chapters 15: Does Whatever A 

_ Spider Can — 

ft After hearing Janine’ 5 plan, and 

giving her and Dogs some quality time, - 

your task is to set to the aor of the . 
_ Wave Tower. 


pipe. Since it can only hold two, Dogs © 
and Janine are elected. Once they’ve 
left, hop into the water and begin your 


- swim down the pipe to the Wave Tower. 


Along the way, beneath the water, you 
can find both a Bazooka and Super 
Bazooka Magazine. _ 


Mi Upon reaching the end of the water- 


pipe, a call from Janine tells you that 


the elevator is stuck halfway up the 


tower. She then tells you to find the 


elevator control panel on the tower’s 


roof, and use it to get the elevator 
moving again. At this point, proceed 
through the following room to arrive 
at the Wave Tower. 


@ Climb to the top of the Wave Tower 
by first using the ladder behind it, then 
crossing each level by way of the gird- 
ers and ledges, to reach the next ladder 
leading up. Be careful, as some girders 
fall shortly after you first step on them. 
On the sixth level you will have to run 
across two of these girders together. 
To cross this seemingly difficult bridge, 
remember as long as you hold the con- 
troller in the same direction, your char- 
acter will continue running straight, 
even if the camera angle changes. So 
line up facing straight at the girders, 
and as long as you don’t try to adjust 
the controller direction when the angle 
changes, you'll be able to run across to 
the opposite side (if you fall, and are 
saved by a Life Hook, return to level 
five to reset the girders). 


@ Once on the roof, climb one of the 
two ladders to reach the elevator 
control panel. Inspect the panel and 
reactivate the elevator. Once that’s 
accomplished, climb back down to the 
roof level, and you will find Dogs 

and Janine setting up at the edge of the 
tower overlooking the Gigadent. 


Chapter 16: Wipe Them Out... 

All Of Them!!! 

™@ Upon approaching Janine and 

Dogs, two creatures break out of the 
elevator and begin advancing toward 
you. Your task is now to hold off the 
two creatures, keeping Janine alive in 
the process, for three minutes and 45 
seconds, so that she can do what needs 
to be done (Janine now has a life bar, 
and a timer appears in the screen’s 
upper-right corner). A good method for 
holding the creatures at bay is to use 
Dogs, equipped with either his Gatling 
or Rail Gun. Position Dogs so that he is 
directly in front of Janine, then when a 
creature comes into view, fire off a 
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knock down a creature in one hit, 


he: will for the most part aim at each | 

automatically astheycomeiniorange. = ltr 

After this, you will face the final boss. a i 

~ the game, so if anyone is injured, ee = = = = 2 

has an inappropriate weapon ‘equipped, SO 
when the time limit is almost up, walk — 

_ toward the elevator and use healing © Se 

items to restore your characters to full 

health. Reco them mL approprite ty . 

- he oo as s well. : 
. Leave the ee room, wn rocked ce 
_ to the Waterpipe Access Room. Through 

the door at the rear is the capsule you — 
~ need to use to travel down the water- — 


since Dogs i is in front of Janine, 


- . Once the time i is up, eentitg goes s 
as planned on your end, but unfortu- 
nately Nephilim is too late. The crea-_ 
~ ture called Jascony climbs to the sur- 


face from deep within the Gigadent. 


and a battle ensues. The battle rocks 
the tower so bad, your characters flee — 


1: ae Download Terminal _ 


| 2: Vending Machine Type | 


3: Vending Machine Type O _ 


- Nephilim attempts to stop the creature, 


it, heading back toward the lab in fear oe 


for their lives. Jascony then crashes 


through the outer lab wall, preventing — 


you from making good on your escape. 


Meesa people gonna die?!?! _ 


@ You're now faced with the problem 
of defeating Jascony. A good strategy 
for this battle is to use Dogs first, 
equipped with the Super Bazooka. After 
each shot from the weapon, run to the 
side, alternating which side you run 
toward each time. Don’t go near his 
feet, as you can be stepped on. When 
Dogs is either out of ammunition, or 
near death (you cannot be injured while 
eating a Hamburger, unless you are 
struck before it reaches your mouth, so 
keep that in mind as a safety precau- 
tion), change to Eliot, equipped with 
his bazooka, and use the same pattern 
you used with Dogs. 


@ After Jascony has lost approximately 
half his health, he stomps the ground 
beneath his feet so hard that it cracks 
open, sending him falling waist deep 
into the newly created chasm. Continue 
your pattern of assault on him, as even 
though he is no longer mobile, he is 
still just as deadly. 


Continue your assault on 
Jascony, varying which side 
you run to after each of his 
attacks so that you don’t 
get cornered. 


Se I oh AB i yas Se 


Ag K.1.S.S. Aan System Terminal . 


Life Hook 9: Falling Girder 

Falling Girder 10: Super Bazooka Magazine 
Super Bazooka Magazine 11: Falling Girder 

Rail Gun Magazine 12: Life Hook 

Falling Girder 13: Falling Girder 

Laser Gun Battery ~ 14: K.1.S.S. Saving System Term. 
Bazooka Magazine 15: Elevator Control Panel 

Life Hook 
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* Ladder to Level 5F 


| Se a _ | xtaddertoLevel2F} 
| * Gate to Waterpipe Le : Se oe 
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* Gate to Kimra Lab Outer Area | = 


* Ladder to Level 2F 


* Ladder to Level 6F | . 
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a Healing Items Listing: 
Plates: Note that Eliot’s maximum life meter cannot 


go above 100 units, and Dogs’ maximum life meter 
Cannot a above 120 units. 


ate: Restores 120 units of health 
Increases length of life meter 18 units 
Restores 120 units of health 
Increases length of life meter 9 units 
Restores 120 units of health 
Increases length of life meter 6 units 
Restores 120 units of health 
Restores 70 units of health 
Restores 45 units of health 
Restores 30 units of health 
Restores 20 units of health 
Restores 1 unit of health 
Saves you from falling to your death 


Weapons Listing: 


Long-range weapons can be fired from a distance, while short-range weapons must be used close up. 
The tradeoff is that most short-range weapons are capable of multi-hit attacks. 


® Fires one shot, can be used underwater 


* Magazine Ammunition, Long Range, Eliot 
¢ 8 units of damage 


e Fires three shots at once 


¢ Magazine Ammunition, Long Range, Eliot 
¢ 4 units of damage per bullet 


Fires Acid Tank 
Tank Ammunition, Long Range, Eliot 
22 units of damage 


Fires Napalm Grenade 
¢ Magazine Ammunition, Long Range, Eliot 
* 22 units of damage 


e Fires Laser Beam, Constant if held, Rotatable 
e Battery Ammunition, Long Range, Eliot 
8 units of damage per hit 


Fires ball of Plasma Energy 
Battery Ammunition, Long Range, Eliot 
37 units of damage 


e Fires Bazooka Shell 


¢ Magazine Ammunition, Long Range, Eliot 
* 100 units of damage 


Fires four Homing Lasers at once 
Battery Ammunition, Long Range, Eliot 
13 units of damage each laser 


Four hit combo, Short Range, Eliot 
Units of damage each hit, 1, 1, 4, 23 


¢ Four swing combo, Short Range, Eliot 
e Units of damage each hit, 6, 7, 15, 24 


Four swing combo, Short Range, Eliot 
Units of damage each hit, 7, 12, 18, 28 


Four swing combo, Short Range, Eliot 
Units of damage each hit, 9, 14, 21, 33 


- Ammurition a tsting: 


Kind | 


Size | ‘Used io 


24 Shells Shotgun ; -Etiot 
1oTanks AcidGun _ Eliot 
4Shells  NapalmL. — Eliot 


100% Batt. LaserGun __ Eliot 


8 Shots 

5 Shells Bazooka Eliot — 
10 Shots Ray Gun Eliot 
3Shells SuperBaz. Dogs 
8 Bolts Big Bowgun Dogs 


15 Charges Rail Gun Dogs 


100 Bullets Gatling Gun Dogs 


¢ Three punch combo, Short Range, Eliot 


Units of damage each hit, 16, 20, 24 


Three swing combo, Short Range, Eliot 
Units of damage each hit, 22, 22, 60 


¢ One long lunge, Short Range, Eliot 


13 units of damage 


e Fires Bazooka Shell 
e Magazine Ammunition, Long Range, Dogs 


110 units of damage 


Causes Dogs to use various Karate attacks 
Short Range, Dogs 
Units of damage each hit, 3, 11 


e Fires Arrow Bolts 
e Magazine Ammunition, Long Range, Dogs 
e 18 units of damage 


Causes Dogs to use Sumo Palm Smacks 
Short Range, Dogs 
3 units of damage each hit 


Fires Explosion Charge 
Magazine Ammunition, Long Range, Dogs 
24 units of damage 


Causes Dogs to perform one of three attacks 


e Short Range, Dogs 


4, 50 or 23 units of damage, depends on attack 


Rapid fires a steady stream of bullets 
Magazine Ammunition, Long Range, Dogs 
10 units of damage 


One slow, but mighty swing 
Short Range, Dogs 
127 units of damage 


Used By S 
15 sale Handgun Eliot © 


PulseGun Eliot 


Hidden Things and Secrets 


After completing the game, you will have the option of 
creating a “Clear Game Save.” Upon using this Save 
to begin a new game, you will find one or more of the 
previously unlocked bonuses described below. 


Different Bonus Modes can be acquired at the same 
time, except for Swimmer Mode and Mad Mode. 


Bonus Modes can be lost if their criteria are not met 
the next time you play through the game. 


Bonus Mode #1 Full Weapons at Game’s Start: 


This is received if you complete the game in under five 
hours. Eliot will have all his weapons at the start of 
the game, stocked with full ammunition (nine maga- 
zines each), including the previously unavailable Ray 
Gun. This does not earn you unlimited ammunition, 
nor make them fully automatic. 


Bonus Mode #2 Homing Ray: 


This is received if you complete the game in between 
five and seven hours. Eliot will then have this weapon 
(Homing Ray) at the start of the game. 


Bonus Mode #3 100 Large Hassies, 100 Small Hassies: 


This is received if you fulfill the following four 
requirements while completing a game: 


1. Save the Shuttle Worker by stopping the shuttle 
from falling down A-Shaft. 

2. Save Devlin by bringing him the Docksin heart 
medication within the allotted time. 

3. Give Sandy the Big Gaily stuffed animal. 

4. Talk to the female worker (Aisha) in the Medical 
Room of the Kimra Xenobiological Laboratory. 


Eliot will then have 100 Large Hassies and 100 Small 
Hassies at the start of the game. 


Bonus Mode #4 Mad Mode: 


This is received after beating (clearing) the game at 
least three times, fulfilling the requirements that you 
needed to fulfill in order to open Bonus Mode #3 (see 
above) on your third or higher time through the game. 


In this mode, all long-range weapons that Eliot or 
Dogs acquire will be fully automatic, meaning they'll 
rapid fire when the trigger is held down. They'll also 
contain unlimited ammo and reload automatically. 


Bonus Mode #5 Swimmer Mode: 


This is received after beating (clearing) the game at 
least three times, fulfilling these requirements on 
your third or higher time through the game: 


1. Fulfill zero to three of the requirements (just don’t 
fulfill all four) that you needed to open up Bonus 
Mode #3. 

2. Have Eliot drink more than five cups of the “Free 
Water” that is found in the Shower Operation Room of 
the Kimra Xenobiological Laboratory. 


In this mode, the characters will sport bathing suits 
instead of their normal clothes. You may also hold 
down the “B” Button, rather than continually pressing 
it, to cause Eliot to swim. 


Bonus Mode #6 Big Eye Mode: 

This new mode is exclusive to the U.S. version of Blue 
Stinger. This is received after you complete the game 
on the “Hard” difficulty. 


The characters in the game will all look goofy, with big 
eyes and a big lip attached to their heads. They also 
“visibly” carry around the weapon they are presently 
using, which is different from the normal mode. 


www.videogames.com 


a 


- Sage We SS 


Copyright ©1999 Vatical Entertainment and its licensors. All rights reserved. 

Licensed by Nintendo. Nintendo, Game Boy, Game Boy Color and the Seal of Quality are 
registered trademarks of Nintendo of America Inc. 

© 1989, 1999 Nintendo of America Inc. 

Activision Inc. PO. Box 67713, Los Angeles, CA 90025 

Activision is a registered trademark ©1998 Activision, Inc. 

Zebco Fishing is a trademark of Activision, Inc. ©1998 Activision, Inc. 

Zebco is a registered trademark of Zebco Corporation. ©1997 Zebco Corporation 

Deer Hunter™ © 1997 Sunstorm Interactive, Inc. All Rights Reserved. Deer Hunter is a 
trademark and WizardWorks is a registered trademark of the WizardWorks Group, Inc. All 
other trademarks are the property of their respective companies. 


Waan~ 


DRTE: OCTOBER 21, 1334 
AT i0:S3 °r 
WEPPON: RIFLE 
LOCATION! COLORADG 
OTRER OPTIONS: 
COVER SCENT 
ATTRECTRNT SCENT 


VATICAL 


ENTERTAINMENT 


i) 


ates 


XG STRATEGY 


The Hedgehog 
Is Back! 


by Andrew Baran 
andy_baran@zd.com 


onic returns better 

than ever on the 

Dreamcast. This 

time the gameplay 
is completely in 3D and 
there is a huge cast of 
characters. 

Sonic Adventure is a 
massive game with 
interlocking stories. The 
graphics are absolutely 
stunning, and there are 
plenty of secrets to find 
in the course of playing. 
(For example, there are 
130 Emblems that you 
can find and earn, though 
sadly you get absolutely 
nothing for finding them 
all...what a crock!) 

Then there’s the A-Life 
system. You can breed 
small creatures (known 
as Chao) on your VMU 
and then race them in the 
actual game to earn 
some of the Emblems. 

Overall SA has plenty of 
solid gameplay— enough 
to keep players going for 
a long time. With the 
add-on possibilities of 
the Internet, the life cycle 
of Sonic Adventure could 
truly be endless. 


database 


time to complete 15 Hours 
challenge Easy 
# of Emblems i30 
best character Sonic 
best advice Build up your 
extra lives 


also try Sonic Jam (Sat) 
oO. system Dreamcast 


publisher Sega 
developer Sonic Team 


WWww.sega.com 


Where's the Walk-through? 


A walk-through for Sonic isn’t really 
necessary. The game never allows you 
to stray from the story line. The only 
thing that might get you stuck is not 
being in the right place to trigger a 
cinema. If you’re stuck, try talking to the 
Hintballs to find out what to do next. 
These useful little things are found in 
each area, and they will help prevent 
you from getting lost. 

This guide will give you the best tips 
for each stage, as well as Boss strate- 
gies and key Emblem locations. 


Stage 1: Emerald Coast 


1. Whale of a Problem: Press and 
hold “Up” when pursued by the 
whale or you'll get chomped on. 

2. Secret Passage: When you first 
run through the caves, you can run 
up the wall. On one side is a small 
corridor where you can find a 1-Up. 


Stage 2: Windy Valley 


4. Fan Break: Right at the start you 
will find some floating fans. Attack 
each one in turn to collect a 
magnetic shield. 

2. Secret Route: When you reach the 
first cannon, look to the left instead. 
There is a line of rings you can ride 
up to a free 1-Up. 


Stage 3: Casinopolis 

4. NIGHTS Pinball: The best way to 
earn rings in Casinopolis is by play- 
ing the NiGHTS pinball game. Hit the 
cards, and make matches like in a 
card game. 

2. Ring Shaker: Once you have 
400+ rings, head for the vault. 

You can climb on the rings to get to 
the end point. 


SONIC ADVENTURE 


The Hint Balls will tell you where 
you to go or what to do next. 


Sonic 
the Hedgehog 


M@ Difficulty: Easy 

m Emblem Difficulty: Moderate 
™@ Number of Levels: 10 

H Abilities: | 

Sonic is the main character and as such he’s the fastest and most versatile. He can 
attack enemies quickly from the ground or the air. To keep moving at top speed, 
Sonic can turn into a ball and charge up his velocity —ideal for earning an A ranking. 
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Stage 4: Ice Cap 


At the very start, turn 
around and use the Light Speed 
Shoes to reach the jump pads. This 
will be a massive shortcut. 

The snowboard- 
ing section isn’t too tough. Just 
avoid the walls and you'll do fine. 


Stage 9: Twinkle Park 


When you get 
caught in the strange rotating flip- 
pers, aim Sonic for the center. If you 
knock over all of the pins, you’ll get 
a lot of rings at the end. 

Cross via the 
spinners to save yourself some time. 


Stage 6: Speed Highway 


When you come 
across the wave of flying enemies, 
bounce across them to pass by a 
huge section of the level. 

Stuck in the city 
and unable to get out? Simply jump 
into the fountain and fall to the left 
to get out. 


Stage 7: Red Mountain 


At the first cannon, 
ride it upward, but press to the 
right as soon and you can land at 
a shortcut. 

| When you come up 
to the springboards (see right), use 
them to reach the top of the moun- 
tain instead of running around it to 
Save time. 


Stage 8: Sky Deck 


There will be 
a section to cross a pit by using a 
suspended ladder. About halfway 
through it will break. If you jump 
oahy Se can avoid falling. 
Watch the floor at 
the aietip: Avoid the ones that sink. 


Stage 9: Lost World 


The hardest part of 
this level has you riding a giant 
snake to the top of the temple. You 
will have to hit three switches as 
well as raise the water. Can you ride 
the snake? 

Use the mir- 
rors to reflect the light in the dark 
tomb. 


Stage 10: Final Egg 


ou’ll have 
to navigate some tough} jumps on 
the conveyor belts. To make matters 
worse, the camera here can be tricky. 

A series of raising 
platforms will be the toughest sec- 
tion of this level. Just watch your 
timing. 
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Light Speed Shoes 

Where it’s Found: There is a sewer in 
front of City Hall. Jump down inside and 
you will find a shimmering green ring. 
What it Does: The Light Speed Shoes 
will allow Sonic to charge up and fly up 
a String of rings. That’s right. Whenever 
you see a series of rings, you can actu- 
ally ride them up. A lot of secrets can be 
found this way. 


Crystal Ring 

Where it’s Found: The 2nd floor of the 
hotel (use the stairs) has two switches. 
One opens a door and the other creates 
a string of rings. Use the Light Speed 
Shoes to fly to that room. 

What it Does: The Crystal Ring will 
greatly reduce the time needed for 
Sonic to charge. 


Ancient Light 

Where it’s Found: !n the area of Mystic 
Ruins with the floating island, look for a 
small rocky outcropping. It has a glow- 
ing green item ring on it. 

What it Does: The Ancient Light allows 
Sonic to attack enemies while in ball 
form. This goes a long way toward 
preventing accidental hits. 


The Bosses Sonic Must Fight: 
1. Chaos o 

2. Egg Hornet 

3. Chaos 4 

4. Chaos 6 


5. Egg Viper 


What Sonic Needs: 

C. Complete the level 

B. Complete the level with 50+ Rings 
A. Complete the level in the time limit 
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Stage 1: Windy Valley 


1. Early Lead: As soon as you start, 
jump to the left. You can glide all the 
way to the first set of jumpers. 

2. Green Rings: Practice using the 
Green Rings here. They don’t save 
you a lot of time on this level, but 
you’ll need the practice for later. 


Stage 2: Casinopolis 

1. Aim for the Floor Panels: When 
you are being lifted up the wind tun- 
nels, aim for the nearest panel that’s 
sticking out of the wall. You'll quick- 
ly enter a passageway and get 
ahead of Sonic. 

2. Avoiding Spikes: You can avoid 
the spikes by hugging the walls. 


Stage 3: Ice Cap 


ge the Bombs: When you see 
some ships fly overhead, cut to the 
side of the course, or be blown up. 
2. Mega-jump Shortcut: There is a 
series of jumps near the end of the 
course. If you jump on them, you'll 
reach the end much faster. 


Stage 4: sky Deck 


4, ay instead of Climb: While 
Headgehog-boy is climbing the 
ladders, you can simply fly up to 

the next floor level. 

2. Mega Shortcut: You can bypass 
almost the entire end of this level by 
flying to the center platform in area 
4. Great for earning Rank A. 


Stage 5: Speed Highway 


1. Early Trouble: As you race 
Robotnik, you must be careful not to 
get too close to him, or he’ll knock 
you flat. He stays away from the 
shortcuts. 

2. Bridge of Green Rings: Save 
major time with the green rings, but 
one mistake means instant death! 


Tails can fly 
through the green rings that you some- 
times see floating in the Action Stages. 
These will give Tails a boost of speed, 
as well as some more lift so he can fly 
longer. Often these rings will allow you 
to reach an extra life, or will make for a 
really efficient shortcut. Just be careful 
that you don’t fly over them. 


XG 


M When is He Earned? 

You can play as Tails right after you have 
completed the first level, Emerald Coast. 
You must do this with Sonic. Tails is the 
first character you will earn. 


Miles “Tails” Prowler 


M Difficulty: Easy 
M@ Emblem Difficulty: Easy 
H Number of Levels: 5 — 
H Abilities: 


Tails can fly for a limited distance. When flying, he moves much faster than when he 
runs. Since you will be racing against either Sonic or Robotnik in Tails’ levels, this 
burst of speed is ideal for taking the lead. You can find shortcuts this way too. 


Hidden items 
Jet Anklet 


Where it’s Found: Enter the sewer 
behind Twinkle Park, and fly up into the 
hole in the ceiling. 

What it Does: The Jet Anklet will 
increase the speed at which Tails flies. 
It takes getting used to the boost of 
speed, so try flying in an Adventure 
Board to get a feel. If you find yourself 
overcompensating, relax. It’s normal. 
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Rhythm Badge 


Where it’s Found: Look on the south- 
west section in the ancient city. If you 
miss this item, you’re out of luck. 

What it Does: By holding down the 
attack button, Tails becomes a whirling 
dervish. His spin attack will become 
unbelievably fast. However cool it looks 
though, it’s not that effective. 


The Bosses 


The Bosses Tails Must Fight: 


1. Egg Hornet 
2. Chaos 4 
3. Egg Walker 


Rank Requirements 

What Tails Needs: 

C. Complete the level 

B. Win the race and collect 50+ Rings 
A. Win vs. an even faster opponent 


Since Tails 
will be racing either Sonic or Robotnik, 
you'll need to increase your odds of beat- 
ing them by cheating. Flying is a great 
way to get ahead. Instead of following 
the course, see if you can fly off to a later 
section right away. If you’re good at this, 
you can beat the levels extremely fast. 
By cheating, achieving the Rank A rating 
will be a snap. Keep your eyes open. 
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To get a burst of speed, fly 
through the green rings. 


Use your flying power to skip 
entire sections of a level. 
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Stage 1: Speed Highway 

High up on some 
of the buildings are little vents or 
ducts. The Emerald pieces are often 
hidden in these spots. 

Knuckles can 

punch through almost any object. 
The pieces can be hidden inside. 


Stage 2: Casinopolis 


Sometimes 
the Emerald piece may be hidden 
inside of one of the enemies. 

Bounce to the top 
section of the level and look for the 
switch. It will open a vent leading to 
a hidden room. 


Stage 3: Red Mountain 


There is a 
small chance that one of the 
enemies may be carrying a piece 
of the Emerald. 

This is the first 
level that may have a piece of the 
Emerald hidden underground. If red 
is on the meter...start digging. 


Stage 4: Lost World 


This 
level is one big chamber. Glide 
around it in a circular pattern, and 
keep your eyes open on the piece 
meter. 

More often 
than not, one of the pieces will be 
hidden inside one of the wall traps. 


Stage 5: Sky Deck 


Control the 
pitch and roll of the ship by giving 
this thing a yank in one of the 
directions. 

A piece might be 
buried in the rubble underneath one 
of the boxes. Turn the ship sideways 
to get them sliding. 


Knuckles Technique 


Digging for Treasure: Once you find the 
Shovel Claw, you will be able to dig into 
soft earth. Not only can you use this to 
find the Emerald pieces in the Action 
Stages, but you can find rings and 
Shields as well. Dig whenever some- 
thing looks suspicious. Who knows 
what you will find. Always dig if you’re 
out of rings, because you might unearth 
some underground. 
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nuckles has a wide variety of powers. He can glide, climb walls and dig. He also has 


one helluva punch that can knock enemies flat. His levels focus on finding the three 
shards of the Master Emerald that are hidden in each of his five levels. 
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Who knows what you might dig 


up? Try it everywhere. 
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Knuckles Technique 


Echo Location: If you look at the bottom 
of Knuckles’ screen while in an Action 
Stage, you will see a representation of 
the three pieces of the Master Emerald. 
As you get close to a particular emerald 
piece, it will start blinking. If it’s blue, 
you’re pretty far from it. If it’s green it’s 
within about 20 feet of your location. If 


the piece is yellow you are within 10 feet. 
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If it’s red, you’re pretty much on top of it. 
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Knuckles becomes playable after you 
have completed the Icecap stage with 
Sonic. You will meet him in the Mystic 
Ruins. After you battle with him, he can 
be used. 


Shovel Claw 

Where it’s Found: Look in the cave by 
Tails’ Shack in the Mystic Ruins. This 
room is trapped, but don’t worry. After 
you collect the claw, you’ll have to dig to 
find an item that will let you destroy the 
monkey and escape from the cave. 
What it Does: You cannot dig in the soft 
earth. This is a mega-important item for 
Knuckles. 


Fighting Gloves 

Where it’s Found: There is a ledge on 
the cliff face to the north of Big the Cat’s 
home. You'll have to climb up to 

reach it. 

What it Does: The Fighting Gloves allow 
you to make a deadlier punch attack. 
It'll give you a quick burst of speed that 
can catch enemies unaware. 


The Bosses Knuckles Must Fight: 
1. Chaos 2 
2. Chaos 4 
3. Chaos 6 


What Knuckles Needs: 

C. Complete the level 

B. Never touch a Hintball 

A. Complete the level under a minute 
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Use the radar to help you collect 
the Emerald Pieces quickly. 
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Stage 1: Twinkle Park 


ite - In order to get the 
castle doors to open up, you will 
have to hit the switches found 
oe oh water. 

rors: There are 
deadly pitfalls i in the mirror room. 
However, the reflection will show 
you where the dangers are if you 
look into them. 


Stage 2: Hot Shelter 


. Turning Gears: You'll have to 
climb the gears to cross through the 
lever. Use the “teeth” to climb up on 
top of them. 

Cube Puzzles: This level has two 
cube puzzles. The first is easy— 
place the colored blocks in the 
holes. The second has the blocks 
on a catwalk above it. 


Stage 3: Final Egg 


» Field: The little 
eggs at the pat of the eset beams 
are actually generators. Bash them 
with your hammer to stop them. 

e: If Zero is closing in, you 
can try to hide in one of the cans. 
Watch out. It’s not fool-proof. 
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High Score: What’s your 
highest score in the Hammer Game? 


Sonic 


100 Points 
Frequency: Common 


Super Sonic 


500 Points 
Frequency: Rare 


Robotnik 


-200 Points 
Frequency: 
Too Common! 


If Amy is running, you 
can perf rm a high jump if you use your 
hammer. Once you are running, swing 
your hammer, then hit the jump at the 
same time. 
Meg It’s a little hard to 
time, but you can do a mega-jump in 
very little space. Jump, then as soon as 
you land, hit the hammer and jump. 
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Amy Rose 


Easy” 
= Emblem Difficulty: Hard 
g be oi ; 


Amy is a slow-moving character, but she really packs a wallop with her hammer. 
When playing as her, you’ll have to be extremely careful, as the hammer is far from 
being the best attack in the game. She can use the hammer to perform a mega-jump. 


Scoring Big: !n order to escape out 
of the Prison area, you must beat 
Robotnik’s high score in the Hammer 
Game. It’s really not too difficult if 
you control your swings. If you only 
go after Super Sonic, you’ll win with- 
out a problem. It’s when you get 
greedy that you’ll run into problems. 
Just don’t hit Robotnik. 


Need to jump to safety 
from that pesky Zero robot? 


Figure it Out: There is a puzzle you 
must solve in order to enter the door- 
way to the Final Egg action stage. 
Each switch will either light or turn 
off the other switches. Keep on jump- 
ing on the switches until they are all 
lit. Each switch does exactly the 
same effect each time, so keep hack- 
ing at the switches to open the door. 


in Stuff: Amy can find 
things hidden vaaer the ground much 
like Knuckles can. Being a lady, she 
won’t stoop to dirtying herself. Instead, 
she can slam the ground with her ham- 
mer and the stuff will bounce to the sur- 
face. Since Amy has a hard time earning 
extra lives, spend some time in the 


Adventure Stages and explore. There are 


a lot of lives that Amy can find. 


® 


Amy emiiaay, se sm on the Egg 
Carrier Adventure stage after Sonic has 
defeated E-102. As the Egg Carrier starts 
to crash, you’ll see the words “Amy is 
now playable.” 


Warrier Feather: 

Where it’s Found: Complete the 
Hammer Game once, and you'll get the 
Warrior Feather. 

What it Does: The Warrior Feather 
allows Amy to swing her hammer 
around and around. This attack can 
only be done while she is stationary, so 
it’s kind of useless against attacking 
enemies. 


Long Hammer 

Where it’s Found: If you beat your high 
score in the Hammer Room, you will get 
a second item. 

What it Does: This merely increases the 
range of your Hammer’s attack. This will 
probably save your hide countless 
times, because a few extra inches mean 
all the difference. 


Your attack radius is now increased, 
Try the Spin Harimner Attaok. 


The Boss Amy Must Fight: 
1. Zero 


What Amy Needs: 

C. Complete the level 

B. Complete the level with 50+ Rings 
A. Complete the level in the time limit 


Amy can find things hidden under 
the ground with her hammer. 
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Stage 1: Final Egg 


You will gain a sec- 
ond for every enemy you kill. If you 
kill them in batches, you’ll gain 
added time. This is very important 
for earning an A ranking. 

At the end of the 
course you will come across a Sonic 
doll. Blast it three times, and you’ll 
beat the level. 


Stage 2: Emerald Beach 


If you are trying to 
earn the A ranking, you don’t have to 
run. Just make sure you combo some 
enemy hits. 

At the very end of 
the level, Froggy will be in a bubble 
like the other animals. It’s rather 
easy to miss. 


Stage 3: Windy Valley 


You can earn 
between 4o and 50 seconds by 
chaining hits on the multi-segment- 
ed centipedes. 

The dead- 
liest thing E-102 will face in Windy 
Valley are the bridges. They cannot 
support your weight, so be sure to 
fly over them. 


Stage 4: Red Mountain 


If you 
are going to make the A ranking, you 
will have to lock onto large groups of 
enemies. You need those precious 
bonus seconds. 

Destroy the bot- 
toms of the rocks to make a bridge 
across the giant pool of lava. 


Stage 5: Hot Shelter 


There is a 
rotating bridge that can be a little 
tricky. It’s easy to jump the wrong 
way and die. It’s far easier to shoot 
the switch. 

Stand on the 
small circular portal, and shoot the 
switch. Now you will automatically 
be grabbed. 


E-102’s levels go by really fast because he just shoots whatever he sees. When using 
him, always keep moving and shooting. Never slow down, and see how many ene- 
mies you can lock onto at once. It’s this skill that will help you earn the A ranking. 
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E-102's Technique r 


Targeting: You will gain a second for 
every enemy that you blast. If you 
combo in multiple enemies, you will get 
some bonus time. 

Instead of firing freely, try locking onto 
as many enemies as you can. Time is a 
major factor for E-102, as you will lose a 
life if the time runs out. Earning an A 
ranking can be difficult too. 
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Lock onto as many enemies as 
possible before shooting. 


TIME 02:36:26 
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E-102's Technique 


Hovering Death: Since most of the ene- 
mies will have a hard time hitting you 
while you are in the air, use your jets 
often. You can still target and shoot 
while you are in the air. 

Saving Time: If you are going for anA 
rating, you’ll want to practice shooting 
while in the air. This will save you valu- 
able time. Just shave off a few seconds 
to help you earn your ranking. 
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E-102 becomes playable on the Egg 
Carrier Adventure stage after Sonic has 
defeated him. As the Egg Carrier starts 
to crash, you’ll see the words “E-102 is 
now playable.” 


Jet Booster 

Where it’s Found: Enter the 
Ammunition Room aboard Robotnik’s 
Egg Carrier. It’s pretty hard to miss. 
What it Does: The Jet Booster allows 
E-102 limited flight for a short time. 
Take note that it does not give him any 
lift at all. The Jet Booster is good for 
tight spots. If you’re quick, you can bail 
yourself from pitfalls. 
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Laser Blaster 


Where it’s Found: The Laser Blaster is 
inside the Reservoir Room. You must 
transform the ship in order to drain the 
water out of it first. 

What it Does: E-102 can lock onto more 
enemies once he picks up this highly 
useful item. Perfect for when trying to 
earn A rank. 


The Bosses E-102 Must Fight: 
1. E-101 Beta 
2. E-101 Beta MK2 


What E-102 Needs: 

C. Complete the level 

B. Complete the level with 50+ Rings 

A. Complete the level in the alotted time 
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Learning the “Death From Above” 
attack will really help out. 
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Stage I: Twinkle Park 


It’s best 
to Hee away the monkeys before 
trying to fish, otherwise you’ll 
get peppered with bombs at 
inconvenient times. 

Head for the bank 

ee behind the stairs. Froggy will 
swim right by you here. 


Sta e 2: Ice Ca 
gt e@ he —_ parts of 
fhe ice are e thin, Break the ice when- 
ever you See it, because you never 
know when you're going to need to 
ace: 

L You will find 
pricey at the other end of an under- 
water gateway. 


stage 3: ‘Emerald Coast 


Froggy can be 
found swimming in front of the light- 
house. He’s easy to find. 

: There is a secret 
passage under the water that leads 
to a hidden grotto where the largest 
fish can be found. 


Stage 4: Hot Shelter 


Froggy will 
appear in the room where you raise 
the water level. He will appear in 
front of a vent on the left side. 

>. Bi Fish: In the room where 
ae water raises, swim through the 
vent. Hook the vent to add more 


water and reveal another section. 


Power-Lifting: There are several spots 
in the game where you will have to lift 
something with Big’s tremendous 
strength. If you are stuck and have no 
idea of where to go or what to do, try 
picking things up. Besides, you never 
know what you are going to find. 


XG 
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Big the Cat 


a ficul Easy 
% 


Moderate ; 


Big the Cat is a lumbering creature with the sloppiest controls in the game. The 


whole point of his existence is fishing for Froggy. He’s none too maneuverable, and 


it’s only his great strength that keeps him from becoming a total reject. 


ine OORT 


Big the Cat's Technique | 


Wow, you can lift up Cars with 
your bare hands. Cool, huh? 


Meas. 


The Boss Big the Cat Must Fight: 
1. Chaos 6 


What Big the Cat Needs: 

C. Complete the level 

B. Net a fish of at least 1000 grams 
A. Net a fish of at least 1500 grams 


120) 


@ Whe He Earned? 

Big the Cat becomes playable after you 
have completed the Egg Carrier section 
with Sonic. You will see Big chasing 
after Froggy, until Chaos “eats” it. 


Lure Power-Up 

Where it’s Found: There are actually 
four Lure Power-Ups. 

#1: Look in the sewer by Twinkle Park. 
#2: Look in the Ice Cap level by the large 
skeleton. Better hold your breath. 

#3: In Robotnik’s prison, 2nd cell. 

#4: In the jungle. 

What it Does: The Lure allows you to 
catch larger fish. 


Life Belt 


Where it’s Found: As soon as you 
enter the cavern of ice, you will see the 
glowing green ring. Step into the ring 
to obtain the Life Belt. 

What it Does: The Life Belt allows you 
to either sink or float in deep water. It 
will allow you to explore. Use it to 
bounce out of the water too! 


Power Rod 

Where it’s Found: The Power Rod is 
safely tucked away underneath the bed 
in Big’s home. You'll have to pick up the 
bed in order to reach it. 

What it Does: The Power Rod enables 
Big to throw out his line twice as far. 
This isn’t too useful, as you’ll want to 
snag the fish and frogs as close to your 
character as possible. 
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How to Get to the Last Battle: 
Super Sonic does not have his own set 
of levels. He only has to find his way to 
the cinema triggers. 

1. Head to the island with the giant 
emerald to find Knuckles & Eggman. 

2. Stroll to the shrine with the little 
Chao critters. You will hear a little more 
about what happened here a long time 
ago with Tikal’s people. 

3. Head to the jungle to find the ruined 


Adventure Board: 
1. Location: 


wreck of Tornado 2. Chaos will appear 
and take the last Emerald from the 
ship’s engines. 

4. Chaos will then attack Station 
Square. Eggman will try to stop it with 
a second Egg Carrier, but it does no 
good. It is revealed that Tikal is the one 
giving you advice through the 
Hintballs. It’s up to Super Sonic to save 
the day. Get set for the final battle 
against Perfect Chaos. 


Look on the back wall of the train station. The Emblem in high up ona ledge, so you 


will need Tails in order to be able to reach it. 


2. Location: 


In the Alley near the Casino, above where the Wind Stone appears, Tails can fly up to 
reach the Emblem. Only Tails can reach this hard-to-find item. 


Adventure Board: 
1. Location: 


On a cliff overlooking Tails’ shack is an Emblem. Either Knuckles or Tails is required 
to reach it, as no other characters can jump far enough. 


2. Location: 


Use Knuckles to fly from the mainland to the Chaos Emerald Island. It’s floating in 
the air to the left of the massive wooden bridge. It’s tough to grab. 


Adventure Board: 


1. Location: 
Remember that rotating green disc on top of the ship? You must lower it first, to 
transform the ship. Now an Emblem should be on top of it. 


2. Location: 
In the room with the swimming pool, use Tails or Knuckles to fly/climb to the top. 
On the far end of the room is the Emblem on a platform. 
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Bust 


3. Location: 


The hardest Emblem in the game to find, Amy must hammer repeatedly in the patch 
of trees to the right side of the City Hall doors. 


4. Location: 


Enter the restaurant and look behind the door. You will find it floating next to a 
custumer who’s enjoying their meal. 


3. Location: 
The northern path in the jungle has an Emblem sitting atop a fallen tree, next to one 
of those roaming scientists. Anyone can grab this Emblem. 


4. Location: 
Use Tails to fly to the very top of the tree that is part of Big the Cat’s home. It’s 
tucked away in the hollowed-out top section. 


3. Location: 
After you have conquered Chaos 6, transform the ship and head to the front of the 
Carrier. Climb into a cannon and use it to break a box with an Emblem. 


4. Location: | 
If the wings of the ship are extended, you will be able to enter a room underneath 
the cockpit. Hit a switch to open up a sliding wall with an Emblem. 


Target: d 
—, | 


a: This little ball of goop 
is pretty easy sey » Kall, unless you are not 
yet used to the controls. When it’s 
stationary, jump up and use your aerial 
attack. This will splatter it for a few 
seconds, so drop back and collect a few 
rings. After a couple of hits, Chaos o will 
leap into the air and lash out with some 
tentacles. Run around in a wide circle 
until it comes back down. 


The First 


: Carrier Battle No 5 matierwhe you 
are using against this beast, you will 
want to keep moving. This is particularly 
important when it uses its tail. Attack 
Robotnik’s droids and throw them into 
Chaos’ mouth. When it freezes, you can 
attack | it win one of your attacks. 

Using Big: Keep casting into Chaos’ 
body ati you will eventually catch 
Froggy from his insides. 


ik’s Nightmare: This last-ditch 
atampt an Eggman to destroy Sonic is 
pretty ambitious. The Egg Viper has 
many attacks, and you'll have to learn 
to dodge them all in order to defeat it. 
i. The Egg Viper will move back and 
forth. It will fire two bursts of lasers, 
then one large blast. These must all be 
jumped. Then you will get a free hit on 
the cockpit. 

Dodge the second wave of the 
attack, and you will now have to cross 
the center of the screen by jumping on 
the green segments of the Viper. On 
this side of the room, Eggman will 
attempt the same kind of attacks as 
before. When the Egg Viper stretches 
out, bounce on the segments and 
get across. 

3. Eggman will try a hit-and-run attack. 
Dodge the lasers, as there’s nothing 
else you can do. He will then attempt to 
flatten you with a set of spinning 
blades. Jump in the blades as he 
throws them toward you and ride it 
back. Use this as a platform to attack 
the cockpit. 

4. After you have seemingly destroyed 
the Egg Viper, there’s no time to rest. 


As the Viper is sputtering out of control, 


Egeman will launch it at you! 
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obotn chit vere sod 
turns = (ifs a nasty surprise. When the 
Hornet appears, stay to the center of 
the area. Dodge the missiles by running 
around the cliff in a wide circle. If the 
rockets are getting too close for com- 
fort, jump forward for an extra boost. 
After the Hornet is done shooting, it will 
attempt to crash into you. Lure it toa 
spot, and attack it when it crashes. 


This Geheaniith 
must “ dae by Tails. First you 
want to dodge its attacks and try to get 
close to its legs. Whenever you see a leg 
light up, attack it. Once all of the glow- 
ing legs are struck, the main body will 
fall. This is your opportunity to attack 
the Walker itself. When getting close to 
the legs, use caution when it stomps, 
because the shockwave hurts. 


1s” | : Chaos has gotten a 
bit bigger after consuming another 
Chaos Emerald. This boss is actually 
pretty easy to kill if you keep your head 
straight. If you look closely you will see 
the emeralds in its head. That is its 
weak point. Use Knuckles’ flying ability 
and slam right into it. After roughly four 
hits, Chaos 2 will be destroyed...for the 
time being. 


Be One Sud joss 
Ol Gu >? 


That stupid robot 
that has been chasing Amy the whole 
game is finally going to get what’s com- 
ing to it. Use Amy’s hammer to knock it 
backward. Keep on it ’til it strikes the 
electric fence that surrounds the arena. 
If you succeed in zapping it, the robot’s 
head will open up, revealing a weak 
spot. Use your trusty hammer once 
again to bash it to bits. 


The final form of 
Chaos is destroying Station Square! 
The good power of the Chaos Emeralds 
has transformed Sonic into Super Sonic 
so he can stop the carnage. 

. Sonic will have to fly down the city 
street hitting every Zipper he can run 
over. This will give him a burst of 
speed. He’ll need every bit of speed to 
reach the top of Chaos. 

Run into Chaos. If you’re going fast 
enough you will transform into a bolt of 
lightning and damage the giant beast. 
After you do this four times, Perfect 
Chaos will transform and you'll have 
another battle. 

The final Perfect Chaos form is 
defeated in exactly the same way as 
the first. This time around, the street 
has a few more twists. Chaos will toss a 
lot more your way, so you’ll need to 
dodge all the incoming fire or you'll 
lose your speed. Remember that you 
must be going extremely fast in order 
to reach the top of Chaos to injure it. 

Remember to 
collect as many rings as possible as 
they are essential for keeping the ener- 
gy in Sonic. Once he loses them, he will 
die if he touches Chaos. 


; Upon ingesting 
more renaiaie aha: has gotten more 
powerful. Actually, this boss isn’t too 
bad if you know what to look for. Chaos 
4 will keep diving underwater. Keep on 
hopping from lily pad to lily pad until it 
surfaces. When it does, do a jumping 
attack to wound it. Be careful of the 
bursting attack—it’s Chaos 4’s most 
deadly attack. Jump to avoid it. 


| This pathetic robot 
that E-102 » destroyed i in the beginning of 
the game has been rebuilt. Hold your 
ground and stand far back from the 
boss. When you see the rockets form, 
lock onto them and shoot them all 
down. Once E-101 flies at you shoot it in 
the back to wound it. When the boss 
pulls back, keep moving to avoid the 
mega blasts it will fire at you. 
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“Because we don't want your kids playing 
what you don't want your kids playing!” 


EARLY CHILDHOOD 

~ 3, | EARLY CHILDHOOD RATING: Deemed Suitable For Children 3 
8] Or Older. Products Carrying This Label Have Absolutely No 

Material That Would Be Considered Inappropriate By Parents. 


EVERYONE 
TM | + eect 
eS tie -_ a! a 
A goth 
is a 
a erBA 
ee - iis ie: 


EVERYONE RATING: The E Replaced The Previous K-A Rating 
Last Year. Suitable For Kids Ages 6 And Up, E-Rated Games 
May Contain Minimal Violence Or Crude Language. 


TEEN RATING: Contains Suggestive Themes, Mild Or 
Strong Language And Animated Violence. Some Parents 
May Want To Supervise Children Playing T-Rated Games. 


MATURE RATING: These Games Contain More Adult Themes, 
Such As Blood And Gore, Stronger Language And Sexual 
Themes. Deemed Not Suitable For Those Under 17. 


ADULTS ONLY 


ADULTS ONLY RATING: The Extreme Of The Ratings, Suitable For 
Adults Only. Packs Sexual Themes And Extreme Violence. 
Console Manufacturers Have Yet To Allow An AO-Rated Game. 


CONTENT RATED BY 
ESRB 


ESRB Rating System: www.esrb.com 
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Station Square 


Casinopolis 


\ Ege Walker 


Blue Stone 


Train to 
Mystic Ruins 


Blue Stone 


‘Rf nis Sea AON 


Red Shoes 


SONIC ADVENTURE 


There are plenty of things 
to find and interact with 
in Station Square. 


Jet Shoe Heels 


= 


fue" Fishing Lure 


Twinkle Circuit Mini-Game 


@yw Load Area eC we, 
Twinkle Park 
oOo} Eggs 
Boat to 
Ege Carrier 
Emerald Coast = 
S we bos Genet GDuvver coco 
Green Power Twinkle Speed . 
Bracelet Circuit Pass Highway Above and Below Deck lower 2 
OS bag Cockpit ,” 
Security Security Boat to é 
Card Computer Sky Deck Station Square 
Ce Yellow 
: 2 _ Monorail Train Stop Elevator 
To follow this map, look for Boss Level Item Various 


the character icons. These Fight Entrance 


will show you who has to 
deal with what and where. 
it’s a snap to use. 


Sonic 
Emblem 


Point of 
interest 


Power 
-Up 


P 


Mystic Ruins 


Gold Gloves 


Final tgs 


Boat to ae a 
Mystic Ruins a 


Monorail Train Stop 


Third Chao 
Garden 


Bonuses 


é Jet Boost 
PS 


C1) Two EBRS Mini Game: 
VMU Hedgehog 
peat ©) Yellow Hammer 
(P) J @) Elevator Black Egg 
Gold/ wf “Egoman” § 
Silver Fishing Lure Pasi | CO 
® Alters ® (PXS = 
Lost World Gold Statue Triple Shot Fishing Lure 
; Switches 
Silver Statue 
Red Mountain ceuinan Stone 
Mini-Game: Digging Claws 
Sand Hill Caged 
Oi, 
VMU Load 
Area 


Ort Alter 
Ice Cap 


Green 
Belt 


‘ (3 @) Train to 
a) Ss Boat to Station Square 
— Fishing Lure Egg Carrier 


Light Speed Dash 


XG 


Green Emerald Temple 


Two Eggs 


‘ Green Stone 


Need to get back to the Egg 
Carrier? Use the raft that’s right 
below the monorail system. 


Egg Hornet 
ie 
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PlayStation and the PlayStation fogos are registered trademarks 


are Association. ©1999. Konami of America, inc. ALL RIC 


Pad 


Toll Free Order Line: (888) GAME-CAVE 


Info Line: (626) 930-1300 


$199.9 


Accessories 


Pelican Tilt Pak for N64. 
Hug the tightest curves by 
simply tilting your controller 
in the direction you want to 


interAct Alloy 
Arcade Stick for { 
Dreamcast. 

You need to pound 
the buttons to pound 


your opponents. This stick @ 
will hold up under pressure! Gp" rae a 


Nyko Shock ‘n Rock for 
Color Game Boy. 
Comes with built-in 
adjustable vibration 


Agetec Fighter Stick 

Agetec Steering Wheel 

interAct Visual Memory Card DRM 
i Pelican Quake Pak wi 1 MEG N64 

interAct DexDrive PSX, N64 
ginterAct MultiPlayer Adapter PSX 
aNyko 72x Memory Card PSX 

Nyko Classic Trackball PSX 

Pelican Jolt Gun PSX 


House of the Dead 2 
Mortal Kombat Gold 
NFL Blitz 2000 
Ready 2 Rumble Boxing 
Sonic Adventure 
Virtua Fighter 3 
Grand Theft Auto 
Knockout Kings 
NBA Live 2000 


DRM 
DRM 
DRM 
DRM 
DRM 
DRM 
PSX, N64 
PSX, N64 
PSX, N64 
PSX, N64 


New Japan Pro 4 Final Fantasy 
‘ $52.99 $46.99 


PSX? US. N64 


Bio Hazard 3 


$58.99 $46.99 


WCW. Mayhem 


Aero Dancing 

Aero Wings 

Air Force Delta 

Armada 

Bass Fishing 

Blue Stinger 

CART Racing 

Climax Landers 
Evolution 

House of the Dead 2 
Hydro Thunder 

J. McGrath Supercross 2000 
King of Fighters 99 
Marvel vs Capcom 
Metropolis Street Racer 
Monaco Gran Prix 
Mortal Kombat Goid 
NBA 2000 

NBA Showtime 

NFL Blitz 2000 

NFL QB Club 2000 

Pen Pen 

Rainbow Six 

Ready 2 Rumble Boxing 
Red Line Racer: Ultimate Challenge 
Slave Zero 


a Sonic Adventure 


Street Fighter Alpha 3 

Swords of Vengeance 

Test Drive 6 

TNN Motorsports Harcore Heat 
Tokyo Extreme Racer 

Trick Style 

Vigilante 2nd Offense 

Wild Metal Country 


All Japan Pro Wrestling 2 
Berserk 

Bio Hazard Code Veronica 
Black Matrix A/D 

Buggy Heat 

Cool Boarders 

D2 

Dynamite Robo 

Ecco The Dolphin 
Elemental Gimmick Gear 
Espion Age Nts 

F-41 World Grand Prix 
Frame Gride 

Geist Force 

Grandia 2 

J-League Make a Soccer Team 
Jo Jo 

Maken X 

Mobile Suit Gundam 
Monster Breed 

Nijiro Tenshi 

Outcast 

Shenmue 

Space Griffon Hamiet 

Star Gladiator 2 Nightmare 
Under Cover AD 2025 
Virtua On 


Arcade Party Pack 

Army Men Air Attack 

Army Men Sarge’s Heroes 
Bass Landing w/ Controller 
Broken Sword 2 
Carmageddon 2 

Ciock Tower 2 

Crusaders of Might and Magic 
Cyber Tiger 

Dino Crisis 

Dune 2000 

Final Fantasy 8 

Final Fantasy Anthology 
Formula 1 99 

G Police 2 

Gallop Racer 

Hot Wheels Turbo Racing 


$49.99 


$44.99 § 
$44.99 | 
$44.99 | 
$39.99 § 


$43.99 


$44.99 § 
$39.99 § 
$49.99 | 
$44.99 | 
$42.99 | 
$49.99 f 
$39.99 | 


. $42.99 


. $44.99 § 
. $38.99 | 


$39.99 


$44.99 | 


$42.99 
$45.99 
$42.99 
$42.99 


$44.99 | 


$36.99 
$44.99 
$42.99 
$49.99 


$44.99 
$49.99 


. $49.99 


$44.99 
$44.99 
$44.99 
$38.99 


. $49.99 


10/19 
Oct. 
Oct. 
9/28 
10/19 
Sept. 
10/15 
Oct. 
10/26 
9/22 
10/5 
9/7 
10/12 
41/2 
9/8 
9/15 
OF 


9/21 
9/14 
9/28 
Sept. 
11/2 
10/1 


Intellevision Classics 
Jet Moto 3 

Kingsley 

Knights of Carnage 
Knockout Kings 2000 
Lego Racers 

Lego Rock Raiders 10/15 
Lemans Oct. 
Madden NFL 2000 9/1 
Major League Soccer Oct. 
Men In Black Qi 99 
Metal Gear Solid: VR Missions 10/12 
Mission Impossible Nov. 
Monster Rancher 2 9/3 
Nascar 2000 9/24 
NBA Basketball 2000 10/12 
NBA Live 2000 10/12 
Need For Speed V-Ralley 2 10/26 
NHL. 2000 9/21 
NHL. Championship 2000 9/28 
Quake 2 9/28 
Rat Attack 9/13 
Rayman 2 Oct. 
Resident Evil 3 Nemesis 11/10 
Rising Zan 9/30 
Road Rash Unchained 11/3 
Shao Lin Sept. 
Space Invaders 9/28 
Star Wars Episode 1 Phantom Menace 9/15 
Suikoden 2 9/21 
Supercross 2000 10/26 
Tail Concerto 9/20 
The X Files 9O/7 
Thousand Arms of? 
Tony Hawks Pro Skater 9/28 
Toonstein 9/15 
Trickin' Snowboarder Oct. 
Vegas Games 2000 Sept. 
Vermin Sept. 
Vigilante 2nd Offense 11/2 
WCW Mayhem 9/21 
Wipeout 3 9/21 
Xena: Warrior Princess 9/24 


Bust A Move 2 

Cyber Org 

Cybernetic Empire 
Dewprism 

Dragon Quest 7 
Dragonball Final Bout 
Dragonball Z Legends 
Dragonball Z Ultimate Battle 22 
Echo Night 2 

Fatal Fury Wild Ambition 
Final Fantasy Collection 
Fire Pro Wrestling G 
Front Mission 3 

Grandia 

King of Fighters 98 
Legend of Mana 

Lunar 2 Eternal Blue 
Macross Remember Love 
Omega Boost 

Parappa the Rapper 2 
Patlabor the Game 
Persona 2 

Psychic Force 2 

Racing Lagoon 

Rival Schools 2 

Saga Frontier 2 

Spriggan Lunar Verse 
Valken 2 (Assault Suit Lenos) 
Vandal Hearts 2 

Wild Arms 2 Ignition 


$24.99 |, 
$34.99 | 
$17.99 
$30.99 
$37.99 
$35.99 Bou 
$35.99 


$34.99 


$37.99 | 


$34.99 
$34.99 
$34.99 


$34.99 | 
$34.99 | 
$37.99 | 
$34.99 fF 
$37.99 | 
$33.99 | 
$37.99 § 
$34.99 § 
$36.99 § 
$35.99 f 
$37.99 § 
$43.99 | 
$32.99 | 
$37.99 | 
$36.99 | 
$32.99 | 
$37.99 | 
$37.99 | 
$37.99 | 
$37.99 | 
$34.99 | 
$39.99 | 
$32.99 Ff 
$34.99 F 
$26.99 | 
$35.99 | 
$34.99 | 
$34.99 | 
$37.99 | 
$36.99 
$37.99 | 


Import PlayStation 


U.S. Nintendo 64 


Airboardin' USA 

All Star Tennis 99 

Army Men Sarge’s Heroes 
Battie Tanx Global Assault 
Caesar's Palace 
Castlevania: Special Edition 
Elmo's Letter Parade 
Elmo's Number Parade 


9/15 
Sep. 
9/28 
Nov. 
Oct. 
10/26 
9/27 
9/27 


Import Ga 
systems 
Piays U.S. and Japanese games: 


Gex 3: Deep Cover Gecko 
Hot Wheels Turbo Racing 
Knockout Kings 2000 
Lego Racers 

Looney Tunes: Space Race 
Madden NFL 2000 

Major League Soccer 
Monaco Gran Prix 

Nascar 2000 

NBA Live 2000 

NBA Showtime 

R2R Boxing 

Rat Attack 

Rayman 2 

Resident Evil 2 

Space Invaders 

Vigilante 2nd Offense 
Winback 


Arcades Greatest Hits 

Army Men: Toys in Space 
Baldur's Gate: Volo's Quest 
Battlezone 2 

Deer Hunter 3 

Demolition Racer 

Driver 


Fear 

Gabriel Knight 3 

Haunted Hotel 

Hot Wheels Crash 

Hunter Hunter 

Le Mans 

Legacy of Kain: Soul Reaver 
Magic the Gathering Interactive 
Metal Fatique 

Nascar 2000 

Nations 

NHRA Extreme Drag Racing 
Nocturne 

Odium 

Outcast 

Panzer Elite 

Planescape: Torment 

Prince of Persia 3D 
Professionai Bull Riders 
Quake 3 Arena 

Rainbow 6 ube Spear 
Rayman 2 The Great Escape 
Revenent 

Septerra Core 

Silent Hunter 2 

Soldier of Fortune 

Space invaders 

Star Trek: Vulcans Fury 
SU-27 Flanker 2.0 

Tanktics 

Test Drive 6 

Test Drive Off Road 3 
Trickstyle 

Unreal Tournament 

War In Heaven 

West Front: Elite Edition 
Wheel of Time 


~ Windows 


~ Daikatana 
$34.99 


Giants 


$46.99 


Prices and dates are subject to change without notice. Shipping and handling are extra. Returns subject to evaluation and re-stock fee. Import PlayStation games are fot compatible with newer sysiems. Cail jor details. 
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Win the new Sega .. 
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You have the POWER. In this contest you don't rely on the luck-of-the 
draw. You determine if you win or not. You win by outscoring others in a game of 
skill. Can you solve the puzzle below? It looks simple, but it's only the start. Each of 
five more puzzles will get harder. But this time it's all up to you. Stay in to the end 
with the highest score and the gear is yours. With whatever options you want. Do 
you have what it takes? Then play to win! 


Computer Contest. Wina aartia fast computer with 500 Mhz MMX 
Pentium Il, 128 meg. RAM, 14 Gig. HD, DVD, Windows 98, modem and more! 


Video Game Contest. Play on the hi-tech cutting edge with this line-up: 
Sony Playstation w/ ASCII control pads; Sega Dreamcast!; Game Boy Pocket: and 
Nintendo 64! Get all four or trade the ones you don't want for CASH! Bonus options 
include: 33” monitor, $1,000 in games you choose, cash, accessories and more! 


Media Rig Contest. The Ultimate Gaming Environment, 60 inch monitor, 
130 watt receiver w/ Dolby Digital Surround, DVD and all components shown. Win 
DSS Satellite Receiver as a BONUS OPTION! This rig will blow you away!! 


We're talkin GAMING HEAVEN! 


Directions. fill in the Mystery Word Grid with tt ars across that spell 
out the Mystery Word down the side. Hint: use the Mystery Word Clue. 


In the future. For each contest there will be four more puzzles at $2.00 each 
and one much tougher final at $1.00 which will be sent to you by mail. You will have 
3 weeks to solve each puzzle. We don’t know how many will i ay but typically 55% 
will have the highest score possible score to Phase |, 43% to Phase Il, 36% to Phase 
Ill, and 32% to Phase IV. Highest score in the final determines the winner. If players 
are still tied they will split the value of the grand prize they are playing for. 


Yes! ENTER ME TODAY, HERE’S MY ENTRY FEE: 


Name 


m (_| ($3.00) Video Game Contest 
[_] ($3.00) Media Rig Contest 
|_| ($3.00) Computer Contest 
|_| ($5.00) SPECIAL! Enter them all (SAVE $4.00) 


Age 


UVIN GNV did 


Address 


WORD LIST and LETTER CODE cha 
PINCH K BLAST 
BREAK S SPRAY 


teers TER Nir ee ese ee EN LE NAG ttt eM 000)lCUFF ENLLNLEN caer 


tl i ee ee ee 2 ie hae ee oe ee ee oe SS De rar ay 


Cc 


<— SEND 


State 


CASH, CHECK, MONEY ORDER TO: C1 
PUZZLE ME, P.0. BOX 9315 
PORTLAND, OR 97207-9315 


STOMP R PRESS 


CRUSH SCORE ....—1 SLANT 
MYSTERY WORD CLUE: 
WORLD RULERS HAVE IT AND IN THIS CONTEST YOU HAVE IT 


eee mF AE NE NEM eee eet UE ENE ar Fe ee tee 


OOOO Rr ee Nee EN ee be eee bP hee NE SE ttt eee 


Verifiable retail value of the prize packages as follows: Media Rig Contest package $7,012.00 core components shown, bonus options $3,449.00, cash options $1 


for computer, bonus options $2,337.00, cash options $1,250.00. 


ete 


VOID WHERE PROHIBITED * ENTRY DEADLINE: POSTMARKED BY DEC. 4th, 1999 » ENTRY FEE MUST BE INCLUDED 
Only one entry per person. You must be under 30 years old to win. Employees of Puzzle Me and its suppliers are ineligible. 
Judges decisions are final. Not responsible for lost or delayed mail. Open to residents of the US. and Canada. Winners 
determined no later than 2/28/00. You can request Winners List and Official Rules by writing: Puzzie Me Rules, 1511 SW Park 
Ave. #315; Portland, OR 97201. Merchandise names and models are trademarks of their respective companies who, along with 
this magazine, have no affiliation with this contest.© 1999 Puzzle Me. Inc. 


250.00. Computer Contest package $2,500.00 


Video Game Contest $1,000.00 for systems shown, $3,549.00 bonus options, $1,250.00 cash options. 
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 LINK'S AWAKENING 


Entering the Last Dungeon 
Once you have all of the Musical 
Instruments, head to the Egg and 
play the Ballad of the Wind Fish. The 
Egg will crack open, revealing a pas- 
sageway that leads to a dungeon. 


Navigating the Dungeon 
There is a seemingly endless maze 
that you must navigate. Look for a 
book in the Library that will tell you 
how to get through it. 


Last Boss: Final Nightmare 
e First Form: Easy 

Shake Magic Powder on the little 
black blob, then slice it up. 
Second Form: Moderate 

When Agahnim shoots the giant 
orbs at Link, use your Sword to 
swat them back at him. 

Third Form: Moderate 

Hit the back of Moldorm’s tail four or five times. 

Fourth Form: Moderate 

Equip the Boots and then dash-attack Ganon repeatedly. 
Fifth Form: Easy 

One hit with the Hook Shot will silence this nuisance. 
Sixth Form: Moderate 

Equip the Bow and the Feather and stand face-to-face 
with the Boss. Jump when he swings his arms at you, 
and shoot his eye when it opens. 12-18 hits will do it. 
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After the final Nightmare, the 
Wind Fish will awaken. Koholint 
fades away as Link realizes that 


A Secret Ending Scene he’s back in the calm waters of 
If you can manage to beat the entire game | Remember how Marin said at the beach Hyrule. Was it all just a dream? 
without dying once (that’s right— your that she wished she were a seagull so she 

save file should still say “o”), you'll geta could fly away? Well, maybe her dream 

special bonus at the end of the game. came true after all! Check it out... 


GUESS THE GAME ENDING AND WIN! 


Ahh, good old Link’s Awakening. If you don’t own this game already, go buy it now! 
It’s easily one of the best Game Boy games ever made, and the GBC update is even 
nicer (the bonus dungeon is kinda weak, though). As for our contest...guess the 
game at the right and win one of three Expert Gamer T-shirts! Make sure we : 
have your entries no later than Oct. 20, 1999! Send entries to Game Over #64 CLUE: It's a..... “Game Over Manil!” 
c/o Expert Gamer, P.O. Box 3338, Oak Brook, IL 60522-3338. 


5 Winners L 
6. Restrictions: 


TITLE 

3 Xtreme 
Ace Combat 3 
Alien Resurrection 
All Star Tennis 99 
Ape Escape 
Arcade's Great 12 
Army Men Air Attack 


Bass Landing w/Contrir 
Blades of Steel 2000 
Bloody Roar 2 

Broken Sword 2 

Bugs Bunny Lost Time 
Bushido Blade 2 


Carmageddon 2 

Castro! Honda Superbike 
Chessmaster Millenium 
Chocobo Racing 
Civilization 2 


Cool Boarders 4 

Crash Bandicoot Warped 
Crusaders Might Magic 
CyberTiger Golf 

Dead Ball Zone 
Demolition Racer 

Dino Crisis 

Driver 

Echo Night 

FIFA Soccer 2000 


RELEASE 
04/99 
09/99 
09/99 
08/99 
06/99 
10/99 
08/99 


08/99 
11/99 
05/99 
09/99 
07/99 
10/98 


09/99 
05/99 
07/99 
08/99 
01/99 


11/99 
11/98 
08/99 
10/99 
09/98 
09/99 
09/99 
07/99 
07/99 
10/99 


| 


Army Men:Sarge's Heroes 07/99 


Battle Tanx 2 
Carmageddon 64 
Carnivale 64 
Castlevania Spec. Ed. 
Command & Conquer 


Duke Nukem Zero Hour 
FIFA Soccer 2000 
Game Shark Pro 
Gauntlet Legends 
Goemon's Great Adv. 


Ken Griffey BB 2 
Knockout Kings 2000 
Legend of Zelda 

Mario Golf 64 

Mario Party 

Monster Truck Madness 
Mort. Kombat Spec Force 
N64 Controller Blue 

N64 Rumble Pak 


09/99 
09/99 
10/99 
10/99 
07/99 


08/99 
09/99 
05/99 
09/99 
08/99 


05/99 
11/99 
11/98 
07/99 
02/99 
07/99 
11/99 
10/96 
09/97 


Age of Wonders 
Baldur's Gate 2 
Battlecruiser 3020 AD 


Civ 2 Test of Time 
Cutthroats 
Daikatana 

Dark Stone 

Delta Force 2 


Diablo 2 Expnsn Pck 
Drakan 

Dungeon Keeper 2 
F/A-18E Super Hornet 
Final Fantasy VIII 
Flight Unlimited 3 
FLY! 

Force Commander 
Gabriel Knight 3 

Hero MM3 Amgdn Bld 
Homeworld 

Indy Jones Infrnl Mchne 
Jagged Alliance 2 


11/99 
05/00 
12/99 


08/99 
08/99 
12/99 
07/99 
08/99 


12/99 
08/99 
06/99 
10/99 
11/99 
08/99 
07/99 
11/99 
09/99 
09/99 
09/99 
11/99 


PLAYSTATION | 
PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE 
$42.99 Fighter Maker 06/99 $42.99 NBA Shootout 2000 11/99 $42.99 Rugrats Studio Tour 09/99 $44.99 
$46.99 NBA Showtime NBA/NBC 11/99 $44.99 Saboteur 11/99 $44.99 
$44.99 Final Fantasy Anthology 10/99 $44.99 NCAA Final Four 2000 11/99 $42.99  Sledstorm 08/99 $42.99 
$36.99 | Game Shark Pro 04/99 $42.99 NCAA Football 2000 07/99 $44.99 Soul of the Samurai 08/99 $44.99 
$39.99 Gauntlet Legends 11/99 $42.99 NCAA Game Breaker 2000 09/99 $42.99 South Park Rally 10/99 $44.99 
$44.99 Gran Turismo 2 08/99 $44.99 NFL Blitz 2000 08/99 $44.99 Special Forces 09/99 $44.99 
$42.99 NFL Game Day 2000 09/99 $42.99 
Guardian's Crusade 02/99 $42.99 NFL Xtreme 2 07/99 $42.99 Star Ocean Second Story 06/99 $42.99 
$56.99 Hot Wheels 09/99 $42.99 NHL Face Off 2000 10/89 $42.99 Star Wars Phantm Mence 08/99 $46.99 
$44.99 Indy Jones/Infrni Mach 09/99 $46.99 NHL Hockey 2000 09/99 $44.99 
$42.99 Jade Cocoon 07/99 $46.99 Need Speed 5 Motor City 10/99 $44.99 Super Cross 2000 08/99 $44.99 
$44.99 Jeff Gordon XS Racing 10/99 $44.99 Omega Boost 08/99 $44.99 Tarzan 07/99 $42.99 
$42.99 Jet Moto 3 09/99 $39.99 PSX Dual Shock Asst'd 05/98 $29.99 Tenchu 2 10/99 $44.99 
$29.99 Juggernaut 11/99 $44.99 PSX Memory Card 09/95 $14.99 Test Drive 6 09/99 $42.99 
Jurassic Park:Warpath 10/99 $42.99 Test Drive Cycles 10/99 $42.99 
$42.99 Knights of Carnage 07/99 $39.99 Pac Man 3D World 10/99 $39.99 Thousand Arms 08/99 $48.99 
$39.99 Knockout Kings 2000 10/99 $44.99 Panzer General Assault 11/99 $42.99 Tiger Woods 2000 09/99 $44.99 
$42.99 Point Blank 2 05/99 $42.99 Tomb Raider Drk Revitn 09/99 $42.99 
$42.99 — Lunar 2:Eternal Blue 12/99 $56.99 Pong 10/99 $42.99 
$39.99 Lunar Silver Star Story 06/99 $53.99 Q Bert 11/99 $42.99 Tony Hawk's Pro Skater 09/99 $39.99 
MLB Pennant Race 2000 04/99 $39.99 Quake 2 08/99 $44.99 Triple Play 2000 03/99 $42.99 
$42.99 Madden Football 2000 08/99 $44.99 RC Stunt Copter 10/99 $43.99 Twisted Metal 4 11/99 $42.99 
$42.99 Medal of Honor 09/99 $44.99 RayMan 2 09/99 $46.99 Vandal Hearts 2 11/99 $46.99 
$44.99 Messiah 09/99 $42.99 Re-Volt 08/99 $42.99 Vigilante 8 2 Offense 10/99 $42.99 
$44.99 Metal Gear Solid 10/98 $48.99 WCW Mayhem 09/99 $44.99 
$39.99 Reel Fishing 2 11/99 $44.99 WWF Attitude 07/99 $44.99 
$46.99 Mission Impossible 09/99 $44.99 Resident Evil 3:Nemesis 11/99 $51.99 Wipeout 3 09/99 $44.99 
$44.99 Monaco Grand Prix 07/99 $46.99 Road Rash Unchained 08/99 $44.99 Xena Warrior Princess 10/99 $44.99 
44.99 Monster Rancher 2 09/99 $42.99 
ee : DREAMCAST =| GAMEBOY COLOR © 
$44.99 NASCAR 2000 09/99 $44.99 Aero Dancing 09/99 $46.99 Chase HQ 07/99 $28.99 
NBA Live 2000 10/99 $44.99 Blue Stinger 09/99 $46.99 Duke Nukem 3D 08/99 $28.99 
NINTENDO 64 | Carrier | 09/99 $46.99 Game & Watch Gallery 3 12/99 $28.99 
pele 3 ‘ Castlevania Resurrectn 11/99 $49.99 
$56.99 | NASCAR 2000 09/99 $54.99 Dreamcast Controller 09/99 $29.99 Ken Griffey Jr. BB 2 06/99 $28.99 
$59.99 NBA Courtside 2 11/99 $54.99 Legend Zelda Link Awake 01/99 $28.99 
$64.99 NFL QB Club 2000 11/99 $66.99 Dreamcast Visual Memory09/99. $39.99 Link Cable Purple 06/99 $7.99 
$54.99 Get Bass 09/99 $49.99 Madden Football 2000 10/99 $29.99 
$59.99 Pokemon Snap 07/99 $54.99 Mario Golf 09/99 $28.99 
$54.99 Quake 2 07/99 $54.99 Hydro Thunder 09/99 $49.99 NBA Courtside 11/99 $28.99 
RayMan 2 09/99 $62.99 Missile Command 11/99 $46.99  PacMan/PacAttack 07/99 $28.99 
$54.99 Ready 2 Rumble Boxing 11/99 $64.99 Monaco Grand Prix 10/99 $49.99 
$54.99 Resident Evil 64 10/99 $64.99 Mortal Kombat Gold 09/99 $49.99 Revelation Demon Slayer 07/99 $36.99 
$42.99 Road Rash 64 09/99 $62.99 NBA 2000 09/99 $46.99 Space Invaders 10/99 $29.99 
$59.99 Smash Brothers 05/99 $44.99 NFL 2000 09/99 $46.99 
$56.99 South Park Rally 10/99 $59.99 Power Stone 09/99 $49.99 BOARD GAMES 
Space Invaders 10/99 $52.99 Ready 2 Rumble Boxing 09/99 $48.99 Axis & Allies 11/94 $45.99 
$54.99 Star Wars Racer 05/99 $62.99 Resident Evil Code Veron 11/99 $49.99 Battle Mist 10/98 $42.99 
$54.99 — Starcraft 09/99 $54.99 
$39.99 Shenmue 09/99 $46.99 Dark Horizon: Escape 05/99 $38.99 
$54.99 Superman 64 06/99 $64.99 Sonic Adventure 09/99 $46.99 Dragon Dice 09/95 $9.99 
$52.99 Tetris 64 07/99 $54.99 Lionheart 10/97 $35.99 
$59.99 Tonic Trouble 08/99 $59.99 Soul Fighter 09/99 $48.99 Lost Cities 06/99 $17.99 
$64.99 Top Gear Rally 2 09/99 $59.99 Test Drive 6 09/99 $49.99 
$26.99 Vigilante 8 2 Offense 10/99 $54.99  Trickstyle Skatebrd 10/99 $49.99 Noble Armada 05/99 $49.99 
$19.99 WCW Mayhem 09/99 $54.99 Virtua Fighter 3 09/99 $46.99  Prncss Ryan Star Marines 07/97 $44.99 
WinBack 08/99 $64.99 WWF Attitude 09/99 $48.99 Risk 03/96 $34.99 
COMPUTER GAMES & HARDWARE , sh 
Samurai Swords 04/97 $46.99 
Kingpin: Life Crime 07/99 $39.99 System Shock 2 08/99 $45.99 Settlers of Catan 11/96 $32.99 
$44.99 Legacy of Kain 2 09/99 $29.99 Team Fortress 2 02/00 $46.99 Sushi-Jalapeno War 01/99 $39.99 
$44.99 —_Liath 09/99 $39.99 Total Annhitn Kingdoms 06/99 $39.99 
$46.99 Longest Journey 10/99 $39.99 Total Annihilation 2 09/99 $48.99 
MechCommander 2 10/99 $48.99 HINT BOOKS 
MechCommndr Exp Pck 11/99 $19.99 Unreal Tournament 09/99 $42.99 Ape Escape 06/99 $12.99 
$45.99 MechWarrior 3 06/99 $39.99 Vampire: The Masquerade 12/99 $45.99 Army Men 03/99 $10.99 
$34.99 Mig Alley 08/99 $39.99 WarCraft 2 Battle.net Ed 09/99 $39.99 Castlevania 64 02/99 $11.99 
$38.99 Might & Magic 7 06/99 $39.99 Warhmmr 40K Rites War 07/99 $42.99 ClockTower 2 Off Srv Gde06/99 $11.99 
$42.99 Nox 01/99 $47.99 Warlords 4 11/99 $48.99 Dino Crisis 10/99 $10.99 
$38.99 Panzer Elite 09/99 $39.99 Wheel of Time 09/99 $43.99 Duke Nukem Zero Hour 05/99 $14.99 
Pharoah 10/99 $45.99 Wizardry 8 12/99 $49.99 
$29.99 Planescape Torment 09/99 $39.99 Hardware Legacy Kain Soul Reaver 06/99 $10.99 
$39.99 Prince of Persia 3D 09/99 $39.99 Legend of Zelda 64 12/98 $12.99 
$39.99 Quake 3 Arena 10/99 $48.99 Lunar Silver Star Story 06/99 $11.99 
$46.99 Quest Glory 5: Exp Pk 08/99 $29.99  Crtv 3D Bis RIVA TNT2UIt 09/99$214.99 Metal Gear Solid 10/98 $10.99 
$48.99 Rage Mages 2 08/99 $38.99 Diamond Monster MX300 01/99 $89.99 Pokemon Snap Guide 06/99 $9.99 
$38.99 Revenant 10/99 $34.99 DmndVprV770 Ult AGP 06/99$229.99 Quake 2 05/99 $10.99 
$46.99 Ring 07/99 $38.99 Hrc DynTNT2 U32 TVDVD 09/99 $245.99 
$46.99  Septerra Core 10/99 $39.99 Ltech WM FF Mouse 09/99 $59.99 Star Ocean: Second Stry 06/99 $12.99 
$48.99 Seven Kingdoms 2 09/99 $39.99 Matrox Millnm G400 MAX 09/99$239.99 Star Wars Racer Guide 05/99 $12.99 
$27.99 — Silent Hunter 2 09/99 $48.99 MS SWndr Gme Pad Pro 10/99 $48.99 
$48.99 Star Trk New Worlds 11/99 $46.99 MS SWndr Prec Pro USB 08/98 $62.99 Tomb Raider 3 12/98 $10.99 
$48.99 — Star Trk Starflt Comm 11/99 $48.99 Saitek SP550 Stk & Pd 07/99 $29.99 Tomorrow Never Dies 08/99 $10.99 
$44.99 SU-27 Flanker 2 11/99 $49.99 Xtel Strm Pitm GmrPk 04/99 $89.99 WCW Mayhem 09/99 $10.99 


07/99 


Visa, MC & Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Price, release, availability, shipping times 
& offer not guaranteed & are subject to change at any time. Hardware may require added S&H. Within 10 days defectives repaired or replaced at 
our discretion. After 10 days the manufacturer's warrantee applies. All sales final. S&H calculated ona per order, per shipment, and per item basis. 
The “per order’ charge is charged once per order placed, the "per item" charge ; 


Mail To 


. ; : : tandard Priority E Mail T 
is charged once for each item ordered and the ‘per shipment’ charge is im we Po ee 

j 7-10 Days = 2-3 Days 2 Day 1 Day 4-7 Days 7-14 Days 
charged once for each shipment we make to you. For each US order $10.00 — oF ce sca ox aa Tee 
will be allocated to a 12 issue subscription to Computer Games Strategy Plus. |p," Shipment $125 $100 $500 $13.00 $2.00 


Call for details. 
©1999 CHIPS & BITS, INC 


Per Item $0.75 $1.00 $1.00 $2.00 


‘WCW MAYHEM’ Wrestle the stars in & out of the ring. Be one of 60 
WCW wrestlers, including Goldberg & Sting, (or create your own) as you 
fight your way to the Championship. No rules apply as you break 
through secret areas outside the ring & continue brawling backstage into 
the locker room & garage. PSX 


EA (Sports) 

Release: 9/99 N64 

‘FINAL FANTASY VIII’ ele- 
vates entertainment to a 
new level with a balance of 
story, graphics, system and 
sound. Features fully com- 
puter-generated movies & 
backgrounds, and real-time 
3D battles, Characters gain 
combat experience points 
even if they turn and flee 
from battle. 


Squaresoft 
(Roleplaying) 
Release: 9/99 

PSX 


‘CLOCK TOWER 2’ delivers 
horror, suspense & blood as 
you play Alyssa, a character | 
with a split personality. Each 
personality has different 
skills that you must use 
effectively to survive. Three 
scenarios & 13 endings 
offer engrossing game play. | 
Loads of enemies & Dual 
Shock compatibility give 
you the shakes! 
Agetec (Adventure) 
Release: 9/99 
PSX 


PlayStation!: 
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‘SOUL CALIBUR’ A tale of souls & 
swords transcending history for all 
eternity. A weapons based fighting 
game, with 3D graphics, realistic 
fighters & amazing combos. 
Features improved graphics & ani- 
mation, and all-new game modes | 
not included in the orignial arcade | 
game. The game runs at 60 
frames/second animation & fea- 
tures 10 characters, all with full 8- 
direction movement & control. 
Namco (Fighting) 
Release: 9/99 
Dreamcast 


Dreamcast. 


‘JET FORCE GEMINI’ will 
take you on a galactic 
adventure swarming with 
aliens. Shoot your way 
through 120 stages of 
action, taking varying 
| paths to the Boss planet. 
Play one of 3 characters, 
each with unique talents & 
weaponry. Confront insect 
i Squadrons, squirming 
(dt ats _ maggots & nasty aliens 
Nintendo (Shooter while unlocking secret 
Release: 9/99 multiplayer modes. 
N64 


a 
’ x 
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"PERFECT DARK' is a first 
person shooter with a} 
twisting plot line set in the 
near future. Control spe- | 
cial operative Joanna Dark | 
as she completes missions 
& wastes tons of bad guys. 
Motion captured villians, | 
dynamic lighting & explo-| 


ae sive effects, surround 
han if sound and 3 difficulty lev- 
“> aa els with increasingly 
Nintendo (Adventure) smarter Al in each stage. | 
Release: 12/99 Single or multiplayer 


N64 


action. 
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"PINAL FANTASY VIR" Ontgteeal Soandtrack 
Conmpesact Aresiepeel & Mhudleg selbe Mokane aan 


Final Fantasy VII OST (4 CD set) 
SSCX10028 


Final Fantasy VII OST (4 CD set) 
SSCX10004 


Xenogears OST (2 CD set) 
SSCX10013 


from 


If you are looking for game reviews, hints, : 
Konami Japan 


cheats, codes, FAQs, screenshots, and 
lots of other cool stuff, point your web 
browser to: www.gamedatabase.com 


Game Music Online 
www.gamem usic.com For even more cool game/anime stuff, check out: 
1-800-979-9889 gwarehouse.com 


PEER TEMS AN Silent Hill Original Soundtrack 
KICA7950 


VERDI 


Bust a Move 2 Legend of Legaia OST Final Fantasy VI OST (3 CD set) 
SVWC7008 (Final Fantasy III in US) 


(a.k.a. Bust a Groove 2) 
PSCNSOO1 


AMCM4432 


Satisfy your game music hunger. Visit us on the Internet at == 


www.gamemusic.com KICA7895 


and find out what you have been missing! 


www.gamemusic.com has detailed game/anime music information, reviews, 
pictures, sound samples, and lots of other goodies. More than 500 
game/anime music titles in stock, ready to be shipped out. Don’t wait for 
weeks before you get your CDs when you can get them in days from us! 


All titles shown on this page are originals imported from Japan. There are retailers selling imitations with inferior quality. Before you Dracula X Original Soundtrack 
buy, ask if the CDs are the originals from Japan. KICA7760 


If you don't have Internet access, please call our toll-free number at 1-800-979-9889. Outside of US, please call 1-626-575-0873. Phone hours are Monday - Friday, 9 - 5 Pacific Time. We accept Visa/MasterCard/AMEX. 
All trademarks are the properties of their respective owners. Game Music Online - 3778 Rockwell Ave. El Monte, CA 91731. E-Mail: gmo@gamemusic.com Fax: 1-626-575-0879 Sorry, our office is not opened to public. 
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WwWW.gexpress.com 
Game Music Online 


oe new & preplayed video games 


www.intesor.com 


decks & accessories 


www.konami.com 
Levi Strauss 
great prices 


www.lucasarts.com 
McVan’s Video Gaming over 6,000 titles 


Wwww.midway.com 
Namco Hometek order online 


oe 197 or call toll-free 


1-888-684-8969 


Sony Music 
WWW.sony.com 
Square/EA 
Wwww.squaresoft.com 
Take 2 Interactive 


www.funcoland.com 


Bring Home the Fun® 


NINTENDO S* 
anita GENESIS 


wWww.westwood.com 


© 1999 Funco, Inc. FuncoLand is a registered trademark of Funco, Inc. All rights reserved. 


November 1999 


After you master this month’s Soul 
Calibur guide, pick up next month’s 
XG for the real goodies! We detail all 
the secret characters and reveal the 
keys to the Mission Battle mode. 

Next up is Dino Crisis, which looks 
to be another survival horror smash 


Gotta catch...we think you 
know the rest. It’s Poké- 
fever, and it’s spreading. 


November 1999 


The return of our favorite mascot 
(Crash) marks the beginning of what 
looks to be a stellar holiday gaming 
season. Crash Team Racing has been 
billed as a “must-play” for the com- 
ing year, and we'll review it next 
month. Moving on to other tried- 


from Capcom. Our guide will take you 
through the game from start to finish, 
throwing in plenty of item locations 
and secrets along the way. 

Finally, we’ve got that RPG feeling 
going again, with Suikoden Il, 
Grandia and Final Fantasy V. 


“Auoyg aunyeay 


The latest 


on Rare’s 


big holiday 


titles, 


including a 


review of 
jet Force 
Gemini. 


All 


What’s the story behind the 
Pokémon phenomenon? We examine 


Poké-fever and preview the next two 


games (Gold and Silver), the TV 
show, the upcoming movie (starring 
Mew and his kick-ass cousin, 
Mewtwo) and more. We'll also look 
at the lucrative merchandise machine 


A035 31N}e9 4 


On sale Oct. 12 


and-true favorites, OPM will have the 
latest information on Lara Croft’s new 
adventure — Tomb Raider: The Last 
Revelation. Finally, look for reviews of 
Grandia, Re-Volt, Dune 2000 and NHL 
Face Off 2000, as well as the latest 
PlayStation tricks. 


PLAYABLES 

e Legacy of Kain: Soul 
Reaver 

e NFL Blitz 2000 

¢ Grandia 

e Cool Boarders 3 
(Greatest Hits) 


e Crash 3: Warped 
(Greatest Hits) 

e¢ 40 Winks 

e Mag 3 


editorial content subject to change. 


November 1999 


that Pokémon has generated. 

Also, get the hottest PlayStation 2 
info. What will it be called? What 
games are coming? What will the 
thing look like? 

Want more? We'll have the latest 
reviews, including Jet Force Gemini, 
and an expanded Tricks section. 


NON-PLAYABLES 

e Fear Factor 

e SuperCross Circuit 

e Kingsley’s Quest 

¢ Demolition Racer 

¢ G-Police: Weapons of 
Justice 


Playstation Figures Turbo Duo 


Nintendo 64 Posters Neo Geo 
Dreamcast Anime Neo Geo Pocket 
Saturn Keychains Color 
Genesis 3Do Lynx 
uper Nintendo Jaguar Master System 
Game Gear 32X Wonder Swan 
Game Boy Sega CD 8 bit Nintendo 
Virtual Boy Accessories Hardware 
Imports Strategy Guides Pokemon 
Domestic Import Music Dragonball Z 
Toys Turbo Graphix 16 


www.gexpress.com 


info@gexpress.com 
order@gexpress.com 

126 W. 32nd St., 
New York, NY 10001 


Old systems never die, 


Are you a true GAMER? 
Then you're a MIXXER! . 


they just show up at 


ae © 2 
MIXKZine is a bi- monthly, thick ol’ mag that features a \ J 
the hottest manga, anime, vid game characters and | i y 
“More! Lotsa top manga stories each issue...all for a low 3 | | 
yearly price of $24.95. Or find it at Tower, Borders, we © 


B&N, Babbages, Software Etc., Hastings, ang.others. 
Can't find it? Request it! ike Pe F 


'1-888-MIXX-NOW 

to subscribe _ PNA ks 
OR via the \ wire FN 
info@mixxonline.com < 
www.mixxonline.com 
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. CHARACTERS 


UNLIMITED STAMINA 
& 


@ BIG HEAD MODE 
e® © 
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es, even the most skilled player gets played himself. 
se who wish to make the game a bit more interesting 
the skills of GameShark Pro. Its purpose: Enhance video 
ith increased stamina, level advancement and of course, 
on. Turn your fantasy into reality. Give in to temptation 
losing your senses, or worse, your life. This enhancer only 
thing on its mind. And it guarantees you'll get it. 


Obtain the latest codes from: www gameshark com * 1.900.773.SHARK (Call costs $1.29/minute. You be 18 years of age or have parent's permission.) 
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HoRROR GAME 


IAT WILL TOTALLY | 


CONSUME YOU. 
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MATURE 


‘RAW INSTINCT TAKES OVER IN THIS NEW, ADRENALINE- 
PUMPING JOURNEY INTO SURVIVAL HORROR. YOUR COVERT 
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MISSION TO INFILTRATE AN ISOLATED ISLAND COMPOUND 


HAS GONE ‘HAYWIRE. NOW, YOU FIND YOURSELF PURSUED BY 
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PlayStat 


_ A RELENTLESS PREHISTORIC TERROR... 


| See SUDDENLY, YOUR MISSION BECOMES A CAI COM 
_| “PlayStation ) pms Hit ss . ' lL www.caPcc co} 
te ® DESPERATE FIGHT FOR SURVIVAL. \ W.CAPCOM., 
' \. .otfér good while supply lasts. Resident Evil 3 Nemesis demo otter Subject to retail availability. © CAPCOM CO., LTD. 1999 © CAPCOM USA. ALL RIGHTS RESERVED. CAPCOM and the GAPGGM fog 2 POF ENI Hyg? NEMESIS and CAPCOM * 


if their respective owners. 
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are traderharks of CAPCOM CO., LTD. 1999 ALL RIGHTS-RESERVED. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. The ratings # 
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